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EDITORIAL

Atari and Amiga.

There seems to be a karmic bond be- -

tween these two names, if you listen to
some members of the Atari community.
Why? How are these two companies
connected? Why do so many of the “old
guard” Atari hackers have the name Am-
iga rolling off their tongues in their user
group newsletters and on CompuServe?

For some insight into these questions,
bear with me. . .

At the same time that Jack Tramiel
bought Atari from a troubled Warner
Communications, in July of 1984, Com-
modore bought a small computer com-
pany called Amiga. Industry speculation
ran rampant, but most insiders agreed
on two things: first, that if anyone could
whip Atari back into shape as a hot-shot
company, it would be Jack Tramiel; and,
second, Commodore knew this, and
bought Amiga to keep Tramiel's Atari
from getting it.

Smart move for Commodore. They
lost the admiral who commanded the
ship that: buried Texas Instruments, sent
the Coleco Adam back to the Cabbage
Patch orphanage and, ironically, almost
sank Atari. Tramiel, Commodore’s driv-
ing force for twenty-five years, was now
their chief competitor, and he knew all
the tricks of the computer industry.

Also, as we've mentioned before in
our pages (ANALOG Computing’s edi-
torial, issue 27), Commodore couldn’t
survive forever on sales of the 64. With
the deaths of the Commodore 16 and the
Plus-4, they had to consider the long-
term future of the personal computer in
general.
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Enter the Amiga. Utilizing the incred-
ible speed of the Motorola 68000 (like
the ST) and special graphics chips de-
signed by Jay Miner, the father of the
original Atari 400 and 800, the Amiga’s
incredible graphics and sound have led
some members of the Atari community
to dub it “the next generation Atari.”

Meaning, somewhat insultingly, that
Atari’'s own 520ST is “well, okay,” but
the vaunted Amiga is what the graphics-
hungry Atari hackers really want. They
are ready to graduate up from their old
8-bit machines, but aren’t willing to con-
tend with “the best personal computer
technology of 1981” from IBM or with
Apple’s two-thousand-dollar, black-and-
white Macintosh.

So here we sit, not just the Atari com-
munity but much of the 8-bit commu-
nity as well, wanting to upgrade to the
greater computing power, but waiting for
two machines to slug it out for domi-
nance.

Before I go on, I'd like to explain one
thing. This is not a diatribe against the
Commodore Amiga, because it has the
Name of the Ancient Enemy (a stupid la-
bel) tacked in front of it, nor because
we're some sort of “Atari fascists” who
want to bully you into buying an Atari
ST. Every member of our staff has seen
what the Amiga can do, and we are well
aware of its very fine capabilities—as a
thirteen-hundred-dollar computer.

However, since we are an Atari maga-
zine, our perspective on the whole Atari/
Amiga phenomenon should be present-
ed. Maybe there’s something else going
on here, something behind the scenes.
We thought that we would clue you in.

As of this writing (August 21), there
are around half a dozen magazines on
the newsstands with cover stories on the
Amiga. Some are affiliated with Com-
modore; some aren’t. (One, however, is
aligned with Commodore more than
they would have, or want, you to believe.
Suffice it to say, our publishers would
have loved for Atari to have paid for the
first year of ANALOG Computing. But
then, we are an independent magazine
—not a house organ.)

In all the articles I've read on the Am-
iga, nowhere have I seen a comparison
between the Amiga and the 520ST. Com-
parison charts have shown the Amiga
pitted against the IBM PC, the PC AT
and Apple’s Macintosh.

Should they be compared? Surely the
520ST, a computer that costs half as
much as the Amiga, poses no threat to
this mighty Commodore machine, right?
No harm in comparing these two ma-
chines, is there?

All right, let’s not compare them. In-
stead of throwing Commodore’s and
Atari’s 16-bit machines into an arena to
battle it out like bulldogs (as some mem-
bers of the Atari community insist on
doing), why not simply ignore the niche
the Amiga is trying to fill and give equal
time to the ST? Why not pit it against
the IBM PC, the PC AT, the Macintosh?
Where has the industry coverage been
for the Atari ST?

Any chance that the magazines might
have been swayed, just a little, by the
prospect of getting a piece of a proposed
twenty-million-dollar ad campaign from
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Commodore? Atari would rather spend
its money, at present, on its products in-
stead of on a saturation ad campaign. Is
this sufficient reason to completely ig-
nore the ST, because the parent compa-
ny won't guarantee four-color spreads for
your magazine?

An industry source told us that Com-
modore demanded of a certain computer
magazine that, in exchange for an Ami-
ga development system, the magazine
had to feature the Amiga alone on its
cover, as well as allow Commodore to
approve all pertinent articles before pub-
lication.

Another source informed us that a
major computer magazine publisher ap-
proached Atari and offered the follow-
ing odious suggestion: we'll do a maga-
zine devoted to the ST, but only if you
pay us a million and a half to do it. Per-
haps they had just completed a similar
deal with another computer company. . .

Let’s have some equal time here, folks.
If some members of the computer com-
munity want to compare the Commo-
dore Amiga against the Atari 520ST,
then do so. List—in a fair and impar-
tial manner—the good and bad points
of both machines.

But then, of course, you return right
back to that price difference. . .

Okay, then, why don’t you compare
the ST only against other computers in
its price range?

Uh, that wouldn't be fair to the Apple
Ilc and the Apple Ile. . .

ANALOG COMPUTING

I'd like to leave you with this little
anecdote. A computer dealer friend of
ours was demonstrating the 520ST to an
IBM PC fanatic. After seeing the ST col-
or graphics, the GEM operating system
and the multitude of expansion ports,
the IBM owner, suitably impressed, re-
marked, “Yeah, but how much does this
520ST cost?”

The dealer told him. &

Joh A. Bell
Médnaging Editor
ANALOG Compuling
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READER
COMMENT

Down and dirty.

In issue 29 (April), Bradly Pera asks
if there is a way to store more than one
game on a disk. I have seen and heard
this same question many times in the
three years I've been an ANALOG Com-
puting reader. Well, I have a solution. It’s
not fancy and it does have its problems,
but I find it quite effective.

Somewhere in the BASIC program,
usually a few lines above the hex code,
is a line that looks something like this:*
i88 ? “INSERT DISK WITH DO
5, PRESS RETURN';:DIM INS(
13 :INPUT INS:OPEN #11,3,8,"
D:AUTORUN.5Y5"

When you RUN the BASIC program,
it will store the game’s BINARY FILE
under the filename AUTORUN.SYS. But
AUTORUN.SYS is more than a name; it
acts like a command, telling the com-
puter to do only this one thing after you
boot the disk.

By changing AUTORUN.SYS to some
other name, say POPCORN.BIN (I use
BIN to mean binary), the game or utili-
ty will be stored on the disk with that
new name. When you boot up the disk,
as there should not be an AUTORUN.
SYS file, control will be passed to DOS,
and then to BASIC. You RUN the game
by asking DOS for choice L. (binary
load).

This does have its quirks, though.

When you binary load a game, it will
POKE all sorts of memory locations. If
you RESET, the computer goes through
a warm start and looks for an AUTO-
RUN.SYS that isn’t there any more. In
some cases, RESET will return you to
BASIC, however many memory loca-
tions will be incorrectly set.

What it boils down to is that, to es-
cape the game, you have to power down.
Turn off your computer, wait a second
or two, then power up again. This will
reboot the disk, turn control back over
to DOS, and then again to BASIC.
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By changing the filespec, a few games
(so far, only Popcorn) will have to be
reloaded after each completed game.

Okay, it’s not the best solution, but it
works pretty well for me. And having
seven to ten games, including their BA-
SIC programs, on the same disk is both
a money and space saver. It's a down and
dirty solution, but maybe it's just what
you're looking for.

Keith Mosher

Columbia, SC

*Taken from Fire Bug, issue 23 of ANA-
LOG Computing.

Musorgqga fixes.

I really enjoy Musorga from ANA-
LOG Computing’s issue 34. My kids like
the program, too! However, there are a
couple of bugs that I've fixed.

The worst occurs when you press 0
to select an instrument. The input is ac-
cepted, and touching the surface of the
touchpad will cause circles to be left all
over the screen, messing up the display.
To fix this, add the following line to the
published listing:

485 IF I=K8 THEN I=IZ

When using the Musorga for extend-
ed periods, the computer goes into “at-
tract” mode, making the screen hard to
read.

To fix this, add the command: POKE
77,0 to the end of Lines 360, 470 and
520. This cancels the “attract” mode any
time the pad’s surface is touched, or
when either button is pressed.

I was bothered by the way Museorga
responds when the bass octaves are se-
lected. I didn’t like the way that, at a cer-
tain point, the pitch would “jump” back
to the upper octaves at the bottom of the
bass register.

To fix this, change the variable K12 in
Line 200 to K5 and change the variable
K7 in Line 510 to K14. Make sure you

0

change both occurrences of these vari-
ables in the lines mentioned!

Pressing the START button on the
console seemed inconvenient for a pro-
gram that uses a touch pad. If you're us-
ing an Atari Touch Tablet and would
rather use the button on the stylus to ac-
tivate the SUSTAIN function, change
Line 390 to:

338 IF STICKIKB)-Kid4 OR PE
EK(532733=K6 THEN 398

If you'd rather use the left button to ac-
tivate the SUSTAIN function, change
Line 390 to:

390 IF NOT PTRIG(K8®) OR P
EEK(I{532732=K6 THEN 398

Either change will still allow the use of
the START button to activate SUSTAIN,
as well.

Finally, to allow use of the KoalaPad
touch tablet with the Musorga, add the
following two lines to the listed pro-
gram:

310 X=INTIPADDLE (KB /45.61)

HKBHKL : Y=PADDLE (K1) /K10+1.

SiD=(H-K4X /HBHKSX (=282 1K

¥(H=28) H28¥* (H=I6)

1928 POSITION KS,K23:7 “to
be used Wi th the

KoalaPad®;

The second modification for Line 390
will also allow users of the KoalaPad to
use the left button for the SUSTAIN
function.

I hope you find these fixes helpful.

Sincerely,

Darryl W. Howerton

Jonesboro, AR

Atari 1027 product update —
printing international characters.

In general, characters you type on the
computer keyboard are what your Atari
1027 prints. When using Atari BASIC,
however, you can print international

(continued on page 9)
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Are you a Great Strategist like Eisenhower, Patton, or Montgomery?? Or could YOU have “Crusade in Europe: D-Day fo the Batile of the Bulge” and
done better?? Now you can find out by stepping into the thrill and excitement of some “Decision in the Desert: North Africa 1940-1942" establish a new
of history’s greatest events!! “Crusade in Europe” and “'Decision in the Desert”, from standard of quality and playability in sirategic simulation design. At
MicroProse, take you there — from D-Day, to the “Battle of the Bulge”, fo El Alamein. All the a suggested retail price of $39.95, they are an extraordinary
“Command Series” products provide challenge and excitement in hisforically accurate value as well!

and easy fo play sfrafegic simulations. And, Best of All, you'll be in the thick of the action SEE YOUR LOCAL RETAILER for “Crusade in Europe” and

in minufes even if égu have never played a strategic simulation before!! “Decision in the Desert”. Available for Commodore-64, Apple,

“Command Series” simulations require both careful sirategic thinking and fast Atari, and IBM computers. For more information on all
responses fo rapidly changing battlefield conditions. These simulafions occur in accel- MicroProse products call or write
erated real ime, with action taking place continuously— just like real battles!! No slow '
plodding action here!! These outstanding simulations feature colorful animated graphics, Experience the reality of
great sound effects, and a new, quick and easy-to-use command system fo enter commands theseothergreatsimulations
using a joystick or the keyboard. “*Command Series” simulations allow solo play from either from MicroProse:
side’s perspective or exciting direct compefition between two opposing Generals. The
computer handles all the rules, provides play balancing, and even the ability to change
sides inthe middle of the game! Other features include multiple scenarios from a single
screen mission to an in-depth campaign using a fen-screen scrolling map, strategic
maps, game save, and a unique “flashback” function.

MicrolProse Software . 2o

The Action is Simulated — the Excitementis REAL!! 301-667-1151 : 4 b
As close o the Real Challenging and Exciting Exciting Speech and

Thrill of Flyi Y Air Combat from the Graphic Air Traffic
CIRCLE #101 ON READER SERVICE CARD cgn i%:glg?! B Mwe;\EI?monig%‘ocmh!! coglrolAcﬁon!!

Commodore-64, Atari, IBM, and Apple are registered frademarks of Commodore Business Machines, Inc., Atari Inc., International Business Machines Inc., and Apple Computer Inc., respecfively.




Apple Mac 512™

IBM PCAT™

RE'S ONLY ONE WORD

Commodore Amiga™

FOR THESE PRICES:

Introducing the Atari 520ST personal computer system. $799.95* complete.

Go ahead. Compare those other
machines with the new Atari 520ST.™
They cost hundreds of dollars more, but
you don’t get much in return. That’s
what we call a rip-off.

For $799.95; the 520ST comes com-
plete with high-resolution monochrome

ATARI™ IBM™ APPLE™ [ COMMODORE™
520ST PCAT™  [Macintosh™ AMIGA™
Price $799 $4675 $2795 $1795
CPU 68000 80286 68000 68000
Speed MHz 8.0 6.0 783 716
Standard RAM 512K 256K 512K 256K
Number of Keys 95 95 59 89
Mouse Yes No Yes Yes
Screen Resolution
(Non-Interlaced Mode)
Color 640 x200| 640x 200 None | 640x200***
Monochrome 640 x 400|720 x 350** | 512 x 342 | 640x 200***
Color Qutput Yes Optional None Yes
Number of Colors 512 16 None 4096
Disk Drive 3.5 525" 3i5¢ 35"
Built-in Hard Disk
(DMA) Port Yes Yes No No
MIDI Interface Yes No No No
No.of Sound Voices 3 1 4 4

**With optional monochrome board (non bit-mapped)
***Interlace Mode — 640 x 400

monitor, 2-button mouse, 3.5” disk
drive, TOS™ Operating System, including
GEM™ Desktop, plus Logo™ and Atari
BASIC programming languages. $200
more gives you an RGB color monitor
with 512 glowing colors.

Choose innovative business, enter-
tainment, education, systems manage-
ment, and integrated package software.
Expand your 520ST with industry
standard parallel printers, modems,
MIDI controlled synthesizers and key-

boards, 1
megabyte
floppies, 10
MB and
larger hard
disks, and
more. All
available
now. At re-
markably low prices.

So,go ahead. Compare the ST system
to those other guys.Only Atari gives
you so much. For so little.

For the dealer nearest you, write Atari
Corp, Customer Services, 1196 Borregas
Ave, Sunnyvale, CA 94086.

*Plus applicable local taxes. $999.95 with color monitor.
All prices are manufacturer's suggested retail list

JNATARI
Power without the price.

IBM & PCAT are registered trademarks of Inter-
national Business Machines Corp. Commodore
& Amiga are trademarks of Commodore Elec-

CIRCLE #102 ON READER SERVICE CARD

tronics LTD. Apple & Macintosh are
m trademarks of Apple Computer, Inc
LN GEM is a trademark of Digital Re-
g search, Inc. Atari, TOS & Logo are
trademarks of Atari Corp.

:



FOR THE
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CENTER NEAREST YOU

PLEASE CALL OUR
SALES OFFICE IN
YOUR AREA

New England
Bellavance, Fassler, larrobino, Inc.
Needham, Maine
617-449-3910

Upstate New York

Seeber Sales Corp.

Latham, New York
518-785-4523

Metro New York, North New Jersey
The Spieler-Weiss Group, Ltd.
Spring Valley, New York
914-352-2502

South New Jersey,
East Pennsylvania, Delaware
R. K. Marketing
Havertown, Pennsylvania
215-446-6400

Maryland, Washington, Virginia
Alexander & Samet
Rockyille, Maryland

301-251-9300

South Nevada, Arizona,
New Mexico, El Paso
Mountain Micro Markets

Scotlsdale, Arizona
602-998-4357

Washington, Oregon
Barnsley-Weis Associates
Yakima, Washington
509-248-7250

No. California, No. Nevada
New-West Companies
Mountain View, California
415-940-6033

Southern California

Tri West Marketing, Inc.

Culver City, California
213-390-8591

Tennessee, Georgia, Alabama,
Mississippl, No. & So. Carolina
John Lee Company, Inc.
Nashville, Tennessee
615-321-5012

Florlda
Intratec Technology Rep.'s Inc.
Boca Raton, Florida
305-393-1925

W. Pennsylvania, W. Virginia,
Ohio, Kentucky
Incom Marketing, Inc.
Columbus, Ohio
614-451-5146

Minnesota, North Wisconsin,
North Dakota, South Dakota
Continental Merchandisers, Inc.
St. Paul, Minnesota
612-645-6441

South Wisconsin, North lllinois,
Michigan, Indiana
Hawthorn Marketing, Inc.
Buffalo Grove, lllinois
312-541-8846

Missouri, Kansas, S. lllinois,
Nebraska, lowa
Sound Marketing Associates
St. Louis, Missouri
314-644-2400

Texas, Oklahoma, Arkansas,
Loulsiana, Mississippi
Miller & Associales
Richardson, Texas
214-437-5733

Utah, Idaho, Colorado
Wyoming, Montana, Alaska
Schreyer Associates, Inc.
Salt Lake City, Utah
801-483-1331

Hawaii
SCS Co,, Inc.
Honolulu, Hawaii
808-845-9937

INATARI

Power Without the Price
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@ READER COMMEN T continued

characters not shown on the keyboard by
entering this short program:

i® OPEN 82,8,8,"P:":REM OP
ENS IOCB 12
alﬂl PRINT #2;"“ESC ESC CTRL

Line 20 may be confusing to some. It
may look like you type in the letters ESC
twice and then CTRL. What this is in-
structing you to do is push the ESC key
(upper left-hand corner) twice.

The first time you push it, nothing
will happen; the second time, an escape
character will appear on-screen.

Next, hold down the CTRL key (mid-
dle of the left-hand side) and, while
holding down CTRL with one hand,
push the W key with the other hand.
Once again, nothing will happen when
you hold down the CTRL key, but when
you hit the W, a T-shaped graphics char-
acter will appear.

Then, using the chart below, print the
character you want by entering either a
command (ESC, CTRL) or a decimal
code. For example, to print the first char-
acter, d, from the chart, type the two pro-
gram statements above and enter one of
the following lines:

3" PRINTogZ;"CTRL £
38 PRINT #H2;CHRS (@)

To stop printing international charac-
ters while you're in BASIC, type:

PRINT #82;"E5C ESC CTRL X

Hex characters are provided for ad-

vanced programmers using assembly
language.

DECIMAL CHARACTER

CHARACTER COMMAND CODE HEX CODE
a CONTROL , 00 00
a CONTROL K 11 08
a CONTROL Q 17 11
2 CONTROL X 24 18
a CONTROLY 25 19
A CONTROL Z 26 1A
A CONTROL ; 123 78
¢ CONTROLD 04 04
é CONTROLT 20 14

Reprinted from an update sheet from
Atari Corp.

Send your letters to:

Reader
Comment

P.O. Box 23
Worcester, MA 01603

PERSISTENT
RAM CARTRIDGE

What It Does

e Expands the memory capacity of a 32K computer
to 48K e Functions identically as a ROM cartridge
when set, even when taken out of the computer e
Eliminates the need for a EPROM programmer in
cartridge development ® Lets you make your own
cartridge

What You Get

® 16K or 32K of static RAM

(With 32K, you get two cartridges in one box!)

e Battery powered to last 5 years (replaceable) ®
Switches for RAM/ROM selection ® Assembled and
ready to use e Software to back up any ATARI
cartridge ® Three months limited warranty

What You Need

® ATARI400/800/XL/XE computere 32K RAM e Disk
drive

SPECIAL INTRODUCTORY OFFER:
16K — $49.95 U.S. 32K — $69.95 U.S.
Price includes shipping and handling. We accept

VISA, Mastercard or money order. Phone order:
(604) 942-7049. Dealer inquiries welcome

Intra-Tech Computer Products
695-810 W. Broadway, Vancouver, B.C., Canada V5G 126

CIRCLE #147 ON READER SERVICE CARD

MATH "o
ENCOUNTER'

e ROM Cartridge for all ATARI
400/800/XL/XE with 16K and one
joystick

e Teaching the player aged 3 to 15,
addition, subtraction, multiplica-
tion and division

e 7 levels designed for self-learning,
testing and entertaining — abso-
lutely ingenious

e Fast real-time graphics via perfect
machine language programming

e Over 20,000 math problems with
breath-taking packaging

$39.50 list; Introductory offer $24.50

including shipping and tax; Full

refund guaranteed if the product is
returned within 30 days; Cashiers
check or MC/VISA card; Order now.
HSU SOFTWARE
365 Mira Sol ¢ P.O. Box 12037
San Luis Obispo, CA 93406
(805) 544-8888

CIRCLE #148 ON READER SERVICE CARD
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NEW PRODUCTS

ANOTHER HIT FROM MICROPROSE

merged attack.

for the Atari ST.

MD 21030 — (301) 667-1151.

Some of the many fea-
tures include: views from
conning tower and peri-
scope, instruments on the
bridge and in the engine room, and a damage con-
trol room screen. Complete maps of the entire South-
west Pacific area are displayed on-screen in various
closeups. For the 400/800/XL/XE line. Available next

Microprose calls Silent Service “the most detailed and realistic
simulation for home computers.” Single-ship attacks to multi-patrol
missions are possible with graduated enemy skill levels, to give you
both challenge and fun. Your patrol regions include the Mariana Is-
lands and the coast of Ja-
pan, and you have your
choice of surface or sub-

Retail is $34.95, from Microprose Simulation Software, 120 Lakefront Drive, Hunt Valley,

1, 2 and 3.

The Write File is an integrated word pro-
cessor and database on one disk. Some of the
word processor features include creating and
editing up to 77 characters per line, the link-
ing of files so that they can be printed or
saved, allowing you nearly unlimited length,
and word or phrase search. With the data-
base (file manager), you can create and edit
up to 999 records per file, search for any item,
sort up to 3 records at a time, and merge files
and records into the word processor to print
letters, reports and forms.

Your Home Office is comprised of a word
processor identical to the one in The Write
File, but is combined with a spreadsheet rath-
er than a file manager. The spreadsheet al-
lows you to prepare annual and monthly
budgets, balance checkbooks, edit and format
data, and enter text, formulas and numbers
in up to 850 cells (17 columns x 50 rows).

Both programs retail for $29.95 each, from
Tri Micro, Inc., 1010 N. Batavia, Suite G,
Orange, CA 92667 — (714) 771-4038.

BIG BEN GAMES

The best entertainment programs developed in England are now being brought to you via
Big Ben Games. The first of these include Colossus Chess 3.0, Kissin’ Kousins, Smash Hits

Smash Hits 1 is available on disk now for $14.95, and it includes the games Firefleet, Dan
Strikes Back, Captain Sticky’s Gold, Hyperblast and Jet-Boot Jack. Smash Hits 2 presents you
with Diamonds, Stranded, Citadel Warrior, Robin Hood and Jet-Boot Jack. The third in the
Smash Hits series invites you to play the following: Airstrike 2, Batty Boulders, Breath of
the Dragon, Neptune’s Daughters and Jet-Boot Jack.

TRI MICRO

For information on these British imports,
contact: Big Ben Games, Ltd., P.O. Box 875,
Wilmette, IL 60091 — (312) 446-6610.

, b IR |
ATARI400/800/ PR il
|| cooxLB0OXL fisidie

OTHER NEWS

Infocom completes its magical Enchanter
series with Spellbreaker, the third and final
release following Enchanter and Sorcerer.
This new interactive fiction story is said to
contain the most complicated puzzles in the
series, and ties together the three tales in the
Enchanter trilogy. The $44.95 price tag in-
cludes an Enchanters’ Guild pin, Frobozz
Magic Equipment catalog and trading cards
of big-name Enchanters. Available for the
400/800/XL/XE/ST lines. Infocom, Inc., 125
Cambridge Park Drive, Cambridge, MA 02140
— (617) 492-6000.

Big news on the game front is the release
of Broderbund’s Karateka and Championship
Lode Runner on Atari 8-bit computers. An
action game with a story line, Karateka fea-
tures realistic sound and graphics designed
by a former Disney animator. Championship
Lode Runner is the sequel to the original
Lode Runner, but, as the author of the game
puts it, “any level in (this game) will take
more ingenuity to complete than the most dif-
ficult level in Lode Runner.” Both games are
48K, and they cost $34.95 each. Broderbund
Software, 17 Paul Dr., San Rafael, CA 94903
— (415) 479-1170.

]. V. Technologies offers Coin Collector and
Photo Collector, two menu-driven inventory
programs. Designed to organize coin or pho-
tograph collections into a database, these are
cataloging and storing information systems.
Each program can store up to 300 records in
RAM at a time. Additional records can be eas-
ily accessed from disk. Retail is $22.95 each,
or both for $40.00. A minimum of 48K is re-
quired, plus one disk drive. From J.V. Tech-
nologies, Inc., P.O. Box 563, Ludington, MI
49431 — (616) 843-9512.

Advanced Financial Planning has released
Plan Ahead, a three*module” program series
consisting of Retirement Planning, Life In-
surance Planning and College Funding. Some
of the features include: analyzing the amount
of insurance required by a family, determin-
ing the savings needed to ensure that all chil-
dren will have adequate funds to attend the
college of their choice, and the ability to cre-
ate a full retirement plan. One module, for

(continued on next page)
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COMPUTER STATIONERY AND GREETING CARDS

Classic Laid, 20-pound, watermarked
bond stationery is available with match-
ing #9 envelopes, and can be purchased
in either continuous or noncontinuous
formats. Fine edge perforation leaves lit-
tle trace of “ragged” edges, and a de-
tached size of 7:x11" is suitable for bus-
iness or personal use. Four colors offered
are: tan, ivory, blue and gray.

Computerized greeting cards are mar-
keted in eight designs for Christmas,
birthdays, announcements, invitations
and thank-you notes. A package of twenty
cards with envelopes costs $9.95. A box
of one hundred cards and envelopes is
$45.00. Larger quantities are also sold.

Additional prices, samples and infor-
mation from Compugreet, P.O. Box 3357, - =
Reston, VA 22090 — (703) 476-0044.

THE GATES OF APSHAI
LOOM BEFORE YOU

The complete Temple of Apshai Trilogy—
The Temple of Apshai, The Upper Reaches
of Apshai and The Curse of Ra—are avail-
able on disk from Epyx.

In this game of strategy, you’ll encounter
12 levels, 568 rooms and 37 monsters. The
trilogy has new graphics, enhanced sounds
and faster play. And, of course, the classic
cast of good guys and bad.

The trilogy of one-player games lists for
$29.95 to $35.00. Epyx, Inc., 1043 Kiel Court,
Sunnyvale, CA 94089.

MODEM PROTECTION

the RJ-45.

389, Natick, MA 01760 — (800) 225-4876.

OTHER NEWS continued

$29.95; two for $49.95; or all three for $59.95.
Advanced Financial Planning, 20922 Paseo
Olma, El Toro, CA 92630.

KLEEN Ling=

Mindwheel interactive text adventures with
Brimstone. Packaged in hardbound book
form with a disk, Brimstone is a medieval ad-
venture written by poet James Paul. Sir
Gawain, Knight of King Arthur’s Round Ta-
ble, has been given the task of escaping from
the underworld of Ulro with the five mystic
words—or he will be condemned to Brim-
stone forever. Cost is $39.95, from Synapse,
17 Paul Drive, San Rafael, CA 94903 — (415)
479-1170.

H E R s SECURITY PoS-11
. . . CUARDED e/ MODEM /DATA, 1N
Synapse is following up its Essex and @ 7o DED PHONE LINES 3, 4, 130,
STRAIGHT THRY AUXIA Clamp

RY LiNES 2, 5
L Ele
; Ctronic Spec:alvsts inc

"4?0
€1 Natick, Mass o) 750

Kleen Line from Electronic Specialists is intended to suppress damaging telephone line spikes
that are caused by lightning, phone office switch equipment, etc. A standard 4-pin telephone
modular connector model is available, the RJ-11. There is also a wide 8-pin version for sale,

For more information, contact Electronic Specialists, Inc., 1717 South Main Street, P.O. Box

ANALOG COMPUTING
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ATARI 800 COMPUTERS — $69.00

RECONDITIONED “IN THE FOAM”’, NEW LOOKING
NOT INCLUDING POWER SUPPLY TRANSFORMER ($15.00 extra)

ATARIWRITER, complete — $29.00 PAC MAN, no box, clean new

cartridge — $5.00
ATARIWRITER, no box or book — $12.00

BMC Amber Monitor — $79.00
820 or 822 Printer, complete w/cable and

paper, no interface needed — $39.00 BMC Color Monitor — $199.00

Special Edition Disk Drive made from ATARI® Cables, Parts — Call

810 boards, in custom case — $189.00 ]
Double Sided Quad Density Disks,

DE RE ATARI — $9.95 box of ten — $19.00

800 Computer 5 board set ROM, RAM, 830 Modem — $19.00

CPU, MOTHER, SIDE — $39.00
Touch Type — $5.00

California residents add sales tax SAN JOSE COMPUTER

Minimum shipping charge $5.00 1844 Almaden Rd. Unit E
San Jose, CA 95125
Everything for the ATARI _ Systems to Parts (408) 723-2025

YOU CAN'TTELL

A DISK DRIVE
BY ITS COVER!!

WITH A HAPPY ENHANCEMENT INSTALLED THESE ARE
THE MOST POWERFUL DISK DRIVES FOR YOUR ATARI COMPUTER

WARP SPEED SOFTWARE DISK READING AND WRITING 500% FASTER

HAPPY BACKUP — Easy to use backup of even the most heavily protected disks
HAPPY COMPACTOR — Combines 8 disks into 1 disk with a menu

WARP SPEED DOS — Improved Atari DOS 2.0S with WARP SPEED reading & writing
SECTOR COPIER — Whole disk read, write and verify in 105 seconds

1050 ENHANCEMENT — Supports single, 1050 double, and true double density

810 ENHANCEMENT — Supports single density

SPECIAL SUGGESTED RETAIL PRICE: Get the HAPPY ENHANCEMENT 810 or 1050 version with the HAPPY BACKUP PROGRAM,
plus the multi drive HAPPY BACKUP PROGRAM, plus the HAPPY COMPACTOR PROGRAM, plus the HAPPY DRIVE DOS, plus the
HAPPY SECTOR COPY, all with WARP DRIVE SPEED, including our diagnostic, a $350.00 value for only $249.95, for a limited time only!
Price includes shipping by air mail to U.S.A. and Canada. Foreign orders add $10.00 and send an international money order payable through a
U.S.A. bank. California orders add $16.25 state sales tax. Cashiers check or money order for immediate shipment from stock. Personal checks require
2-3 weeks to clear. Cash COD available by phone order and charges will be added. No credit card orders accepted. ENHANCEMENTS for other
ATARI compatible drives coming soon, call for information. Specify 1050 or 810 ENHANCEMENT, all 1050s use the same ENHANCEMENT.
Please specify -H model for all 810 disk drives purchased new after February 1982, call for help in 810 ENHANCEMENT model selection. Dealers
now throughout the world, call for the number of the dealer closest to you. ATARI s a registered trademark of Atari Computer Inc

HAPPY COMPUTERS, INC. ¢ P.0.Box1268 e Morgan Hill, California 95037 e (408) 779-3830




GRIFFIN’S
LAIR

Educational Programs

Review

by Braden E. Griffin, M.D.

This month’s column looks at the com-
puter software entry into the recently
popular pastime of the pursuit of trivia.
Hmmmn. . .an interesting phrase—the
pursuit of trivia. Maybe there’s a catchy
game title in there somewhere. Pursuing
Trivia? Pursuit into Trivia? Trivial Pur-
suit? Nahhh. Nothing catchy there.

Trivia games have taken their place in
the Hall of Fads, along with the Hula
Hoop, the Frisbee, Rubik’s Cube and the
immensely entertaining sport of duck
catching. For the most part, trivia games
thrive on the desire of individuals to
demonstrate their cerebral superiority
over others by the ability to recall worth-
less information. It is an arena where
members of Mensa (Mensites? Mensals?
Mensheviks? Menswear?) compete on
equal footing with idiot savants.

In spite of the inherent elitism fos-
tered by such games, most people who
play them do not take it seriously and
do enjoy the mental calisthenics used in
playing. The educational value of trivia
games lies in the development of skills
involving memory and quick recall.

ANALOG COMPUTING

The ability to think quickly and ac-
curately is important, and here’s a safe
place to develop those skills. There may
be some value in the knowledge gained
from learning new facts, but, mostly, it’s
just a good workout for the old neurons.

I recall a line from a Limelighters con-
cert in the early sixties (You probably
think I'm one of those pretentious boors
referred to above, don't you? Not moi!)
.. .ahemm. . .that has become my mot-
to in life. Sound Mind—Sound Body.
Take your choice!

PQ—THE PARTY QUIZ GAME
SUNCOM

260 Holbrook Drive
Wheeling, IL 60090

32K Disk $69.95

If you're a hardcore trivia player and
are looking for a computer game to satis-
fy your craving, look no further. Suncom
has successfully preserved the essence
of the popular trivia board games while
incorporating a variety of helpful com-
puter features. This game is not for chil-
dren, but that’s cool. . .that’s cool.

This isn’t just a software package, but
comes with its own special hardware to

use with the game. Four individual game
control paddles are included, along with
an interface module which attaches to
the first two joystick ports. Good news
for all you XL owners out there.

Each paddle has four large buttons
facilitating quick responses. The pad-
dles have relatively long cords that let
players view the monitor screen and play
the game without having to sit on top
of one another.

The paddles are a definite asset to all
aspects of the game, but are indispensi-
ble when playing the competitive mode
which T'll discuss later. The quick re-
sponse feature is appreciated most dur-
ing the lightning rounds, eliminating
fumbling around the keyboard or con-
ventional joystick manipulations.

Several options are available, provid-
ing a wide variety of playing conditions.
The number of players can vary from
one to four, or even four players on two
teams. In the one-player mode, all four
paddles are functional, making it pos-
sible for others to collaborate on one
score.

When the questions are displayed on
the screen, a timer bar and countdown
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— GRIFF IN ,S LAIR continued

clock appear at the bottom. The clock
is initially set at 500 points for true/false
questions and at 1000 for the multiple
choice.

The quicker the correct answer is giv-
en, the higher the score. The rate that
the time decays, however, is based on
the selected response time, which can
be changed. It can be set at 3, 4, 5 or
10 seconds, depending on the sharpness
of the competition.

Each round of the game consists of 10
questions. The number of rounds in a
game is preset at 5, but can be increased
to 8, 12, 16 or 20 rounds. The latter op-
tion would give a game that’s 200 ques-
tions long. With the response time lim-
ited, as mentioned above, a round is
completed very quickly.

A unique feature of this game is the
availability of two game-playing modes,
“competitive” and “social.” The com-
petitive mode has all four players com-
peting at once to answer the question,
with the first correct answer being the
only one to score points.

In the social mode, all the players have
an opportunity to answer the question,
even after the correct reply is given. In
this mode, the first correct answer will
score the most points, but everybody has
the chance to score something.

The correct response isn't displayed
until all have attempted an answer, or
when the time runs out. There’s no way
of knowing what answer someone else
has entered. One only knows that an op-
ponent’s response was correct if a short
tune is heard, or incorrect if an “error”
tone is audible.

The last option allows certain players
to be handicapped. The questions them-
selves cannot be made easier, since cv-
eryone has the opportunity to answer
them. A very simple method is used to
bring about some degree of equity.

A handicapped player is allotted only
half the response time of those without
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the handicap. Meaning that, if the re-
sponse time is set for 10 seconds, the
handicapped player’s controller is inacti-
vated for the first 5 seconds, giving the
others a chance to answer first.

Playing the game is fairly straightfor-
ward. Questions appear on the screen,
and, a moment later, the possible an-
swers are displayed. The questions are
either of the true/false type or multiple
choice (four answers).

Across the top of the screen, scores
of all the players are displayed through-
out the question rounds. The game can
be paused by hitting the SPACE BAR.
Another interesting feature is that, if a
player tries to answer a question not yet
seen by holding down on one of the but-
tons too early, the word CHEAT appears
in his score column, and his controller
is disabled for the duration of that ques-
tion.

In addition to the regular question
rounds, there are periodic “lightning
rounds.” Here, each player is given the
opportunity to answer 10 questions in 20
seconds, with the score being added to
the total. Because of the rapid-fire na-
ture of these rounds, the correct answer
is not displayed as in the other rounds.

This is an extremely well designed
game and comes with a very well writ-
ten manual that fully explains the game’s
many features. As I mentioned earlier,
this is not for kids. Over 2500 questions
from a wide spectrum of categories will
challenge even the most expert trivia
buff. The questions are presented clearly
and accurately. I was unable to detect
any mistakes during the several hours I
played it.

Interspersed among the classic flash
of trivia trash are some interesting and
informative facts. I do not use the word
trash in a derogatory sense, but it helps
to turn a phrase. The Party Quiz is stim-
ulating and fun. So who was Coolidge’s
V.P., anyway?

TRIVIA QUEST
ROYAL SOFTWARE
2160 W. 11th
Eugene, OR 97402
48K Disk $39.95

One of the best indices of a program’s
appeal is seeing just hov. 'ong it takes
me to get it away from my kids and their
friends when 1 first bring it home. For
two weeks, a slightly rowdy groun of
high schoolers had this game in ise
from just after school til: the wee hours
of the morning.

Once it was in my hands, I quickly
learned the reason. Here was an excit-
ing and challenging game which com-
bined the stimulation of a trivia game
with arcade action, in a healthy environ-
ment of competition.

Trivia Quest is a game for one to four
players using joysticks. Atari XL users
need not worry, since four players can
share the two available joysticks with
their computer.

Set in the Dark Ages, the game has
each player assuming the role of a lord
who sends for three of his lieges, a page,
a knight and a prince on a quest. The
object is for all three characters to in-
dividually complete the journey from
their home castles through the perils of
the Empire of Xandor, and back home
again.

The journey is where the fun begins,
as well it should. The trail through this
enchanted land consists of a number of
squares (170, to be exact), most of which
are trivia question squares. The others
represent dragon lairs.

To begin the journey, one must outfit
the character with food and gold. These
essentials are obtained by entering the
wisdom round and successfully answer-
ing a trivia question.

The amount of gold and days of food
attainable from correctly answering are
displayed above the questions. The more
difficult the question, the more gold it’s
worth. The number of days of food that
can be earned decreases with time, an
incentive for quick response. After a cor-
rect answer, the character moves around
the “game board” a certain number of
squares, determined by the amount of
gold and food won.

Continuing the game consists of land-
ing on the trivia question squares and
entering the wisdom rounds. Landing
on one of four different squares elicits
a question from the following categor-
ies: sports and leisure, history and ge-
ography, TV (television, literature and
the movies), and miscellany.

Each question has a choice of four an-
swers. The correct answer is not dis-
played, and, since the joystick is used
to point to the desired answer, one’s op-
ponents cannot te'l which answer is se-
lected, whether right or wrong.

One of the best features of this game
is that the level of difficulty of the ques-
tions can be selected for individual play-
ers. At the beginning of the game, each
player selects the appropriate level of dif-
ficulty from beginner, standard, tourna-
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ment or random. This permits players
with quite different skill levels to com-
pete equally.

Throughout the journey are squares
denoting dragon lairs. Landing on these
begins a fight with a dragon. The screen
changes, and the character is thrust into
a wooded arena with a fire-breathing
dragon.

The three characters have different
strengths regarding their ability to fight.
The dragons also vary in strength, de-
pending on the amount of gold they're
protecting. By using the trees as a shield
and firing the arrows accurately, one can
slay the dragon and add its gold to one’s
coffers. If one loses, then the dragon
takes some gold from the player.

A wisdom round consists of attempt-
ing to answer a question from the cate-
gory of square one is resting on and, if
successful, advancing the determined
number of squares.

After each player has completed the
round, a summary screen appears. This
displays the number of questions an-
swered correctly, the number of dragons
slain and the total gold earned. Then the
next round begins. It may take thirty or
more rounds for a player to successful-
ly make the journey with all three char-
acters.

The “wisdom duel” is another inter-
esting feature. By landing on an oppo-
nent’s castle square, landing on the same
square as an opponent or pressing the
joystick button just as an opponent pass-
es over the square one is on, this head-
to-head contest is initiated.

A question is presented, and the first
to answer correctly takes gold from the
other. The amount of gold at stake is de-
termined by the difficulty of the ques-
tion. But beware, Charles Van Doren-
breath, if one answers incorrectly, then
the gold goes to the opponent by de-
fault.

The pleasant graphics are accompa-
nied by catchy music throughout the ad-
venture. Documentation is more than
adequate. The more than 2000 questions
presented on three disk sides are very
accurately compiled.

An optional data disk, with more
questions and the ability to create one’s
own questions, is available. The differ-
ent levels of difficulty are quite consis-
tent throughout. The beginner level can
be managed by a bright nine- or ten-
year-old, but does offer some questions
which may present a challenge even to
adults. The tournament level is tough but
fair, and includes some real zingers.

ANALOG COMPUTING

Trivia Quest is entertaining, and this
form of exercise will keep everyone in
shape.

TRIVIA MANIA
XLENT SOFTWARE
P.O. Box 5228
Springfield, VA 22150
48K Disk $29.95

Trivia Mania isn't just a ready-to-play
game of trivia, but is promoted as The
Trivia Construction Set, enabling play-
ers to create their own trivia database.
Sounds like a great idea. We shall see.

The trivia game itself allows from one
to four players to compete, using the key-
board or a joystick. One is given the op-
tion of having the computer display the
correct answer if an incorrect response
is entered.

The flip side of the program disk and
an additional disk provide three sides of
separate databases with which to play.
Each side contains six categories with
100 questions in each category. The six
categories used are the same for each
disk, focusing on general knowledge,
sports, movies, TV, commercials and
science.

Once a category is selected, the game
begins. A question is randomly select-
ed and displayed with four possible an-
swers. The desired answer is chosen,
using the keyboard or joystick. On the
screen is a timer which counts down
from 500 to 0. The quicker the response,
the higher one’s score—assuming, of
course, that it was the correct response.

The number of players selected deter-
mines the questions each will be given
during a session. One player alone has
100 questions in a session; two will have
50 questions each; three have 33 ques-
tions; and, with four players, each is giv-
en 25 questions.

The players do not alternate turns,
i.e., a player is given all the allotted
questions consecutively, while the others
wait. This aspect eliminates much of the
competitiveness of trivia games, and it
becomes a “real drag” waiting for one’s
turn. After each player has completed
his or her session, the scores are dis-
played to determine the winner.

The data disks contain 1800 questions
in the aforementioned categories, with
no differentiation of skill levels. The
questions themselves are pretty standard
trivia fare and offer a moderately chal-
lenging test of one’s knowledge.

I found it disturbing that a number of
entries had misspellings and typos. This

is simply a result of sloppy editing and
is inexcusable in a game of this sort.

The come-on for this game appears to
be the ability to create additional data
disks. Each disk is limited to six cate-
gories of twenty characters in length.
Once the categories have been selected,
the “create/editor” option is used to pre-
pare the database.

A question may contain up to thirty
characters, with four twenty-character-
long answers for each. One hundred
questions are permitted in each catego-
ry. The creation of the database is easily
managed, and the programmers have
made this feature quite user friendly. An
“update” option allows for editing or
deleting items from the database. Any-
one familiar with the usual database fil-
ing systems will recognize this as simply
an offspring of those programs.

The trivia game itself isn't particularly
exciting. However, if one wants to cre-

(continued on next page)
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— A GRIFFIN ,S LAIR continued

ate a much larger base of questions with
relative ease, then this may just be the
ticket. I only have one problem with that
concept.

If T create this fantastic database, I
will, obviously, know all the answers.
Ergo, I will not get to play it. Or, I will
play it against unknowing opponents
and trounce them. That sounds like fun.
Granted, this may be an ideal method
for a teacher to involve students in an en-
joyable educational activity that can cov-
er various subjects. But otherwise, I'll be
an uninvolved gamemaster without any
purpose.

If one just wants to play a simple ver-
sion of trivia similar to this and one is
alone, then I would suggest going on-
line and playing one of the myriad trivia
games offered by CompuServe. Some of
them are incredibly challenging. While
you're at it, why not hook into the ANA-
LOG Computing TCS; you’ll enjoy it,
too. A

Dr. Griffin, as Chief of Newborn Medi-
cine at a perinatal center, spends most
of his time in the newborn intensive care
ward. Off-hours, he’s been using an Atari
800 for four years. In keeping with his
gentle profession of nurturing preemies,
Dr. Griffin’s number one game is Crush,
Crumble, Chomp.

Educational conference.

ACE, the Association of Computer
Educators, a professional, nonprofit or-
ganization dedicated to advancing edu-
cational programs through technology,
will hold its second annual conference,
called “Computer Education in Transi-
tion, B.A.S.I.C.(s) and Beyond,” at Ford-
ham University, Lincoln Center Campus,
on Saturday, November 9, 1985. For fur-
ther information, contact ACT at 751
Bard Avenue, Staten Island, NY 10310.

ELITE SOFTWARE PRODUCTIONS w

P.O. BOX 7638
= CORONA-ELMHURST, NY 11373
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DISK 2: Educational—For ages 4 to 40! Make learn
ing FUN!

DISK 3: Telecommunication—Modem Terminals—
AMIS included!

DISK 4: Advanced Music System—Over 20
different songs.

DISK 5: Koala Pictures-Over 35 different pictures.

DISK 6: Utilities/Applications—For the home or
business.

DISK 7: More Games—2nd edition of Disk 1.
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orders. NO C.O.D. Order by Disk No.
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WHAT IS

CHECKSUM DATA?

Most program listings in ANALOG Computing are followed by a table of numbers appearing as
DATA statements, called “CHECKSUM DATA.” These numbers are to be used in conjunction with
D:CHECK and C:CHECK (which appeared in ANALOG Computing issue 16 and the ANALOG
Compendium) or with Unicheck (from issue 24).

D:CHECK and C:CHECK (written by Istvan Mohos and Tom Hudson) and Unicheck (by Tom
Hudson) are designed to find and correct typing errors when readers are entering programs from
the magazine. For those readers who would like copies of these articles, you may send for back
issue 16 or 24 ($4.00 each) or the ANALOG Compendium ($14.95 plus $2.00 shipping and han-

dling from:

ANALOG Computing
P.O. Box 615
Holmes, PA 19045
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by Andy Eddy

In these days of inflation, new soft-
ware can be very expensive, and some-
times disappointing. Many software
manufacturers have fallen by the way-
side, due to the shakeout that occurred
in the computer market. Some compa-
nies that were riding the top of the charts
found their popularity waning or total-
ly gone.

In a desperate effort to recoup some
of their investment, they would liquidate
the inventory that sat in warehouses. For
consumers, this created a market of low-
cost, discounted software. Like the rec-
ords that can be bought in the “cutout
bin” of a record store for a couple of dol-
lars, the quality of the product isn’'t nec-
essarily reflected in the price.

This article reviews some of the “bar-
gain bin” items and gives an opinion as
to whether or not they're good deals at
their new prices. I hope it proves to be
of assistance to you.

And now, on with the show. . .

SPACE EGGS

by Nasir Gebelli

SIRIUS SOFTWARE
10364 Rockingham Drive
Sacramento, CA 95827
(916) 366-1195

48K Disk

Space Eggs is very similar to an arcade
game of a few years ago called Moon

ANALOG COMPUTING

Cresta, which could be found under an
assortment of names. They all had one
thing in common: a high frustration
level.

When I say “frustration,” I don’t mean
the kind that makes you walk away in
disgust, but gets under your skin, makes
you break out in a sweat and causes you
to mutter words not found in the diction-
ary. . .because you want to conquer it.

After the opening credits, your three-
tiered spaceship enters the screen and
separates at the bottom, leaving your
first stage ready for battle. Your oppo-
nents seem harmless enough—seven
eggs floating back and forth across the
screen. Hitting one with your phaser
breaks the egg open to reveal your real
enemy.

Each level completed exposes you to
a more dangerous foe, starting with spi-
ders and progressing through to lips (?!),
wolves and fuzzballs. Beating the fuzz-
balls (which isn’t easy at all) brings a
random combination of the aliens. Even
though there isn’'t much on the screen
to blow away, each creature must be
struck twice—first to break the egg, then
to destroy the attacker.

A bonus feature gives you the chance
to dock your first stage with either your

second or third stage. This turns your
ship into a devastating battle machine,
spitting out a trio of bullets in each vol-
ley. The maneuver is difficult to accom-
plish and only occurs after various point
goals—not easy pinnacles to reach and
definitely for die-hard players only.

While the graphics leave a lot to be
desired, and your imagination must be
stretched to envision each of the charac-
ters, the actual gameplay is the feature
here. Space Eggs is designed to allow
you the choice of keyboard, paddle or
joystick control. A nice addition for
those with a stripped down, basic
system.

A $25.00 to $30.00 price doesn’t make
this a great value compared to the qual-
ity of the latest waves of software offer-
ings. But, at the discounted price of
$4.95, this game is an inexpensive ad-
dition to the library of any avid arcade
player. Visually, the program is first gen-
eration, but it puts your patience and
abilities to the test.

(continued on page 19)
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BRISTLES

by Fernando Herrera
FIRST STAR SOFTWARE
22 East 41st Street )
New York, NY 10017
(212) 532-4666

32K Disk

The task you've been enlisted for in
this contest is to paint (as quickly as pos-
sible) the rooms of the building you (and
up to three of your friends) are working
in, all the while collecting any bonuses
you come across. The faster it's complet-
ed, the higher the bonus awarded. If the
timer should run out before you finish
the job, you must take your brushes and
try again.

Bristles.

To stress the nonviolent overtones of
the contest, lives are not lost as in most
video games. You're supplied at the start
with ten paintbrushes, and you lose one
upon each unsuccessful encounter with
one of the many meanies you may bump
into along the way.

To avoid having to move through the
building or relying on your running and
jumping ability alone, the structure is
equipped with ladders and elevators.
Missing or running into an elevator re-
sults in your falling into the basement
to start again. In later stages, this results
in the loss of a brush.

As an additional challenge, on com-
pletion each building will uncover a
word (or words) to help you discover a
hidden message. This phrase will only
be totally revealed when all eight build-
ings in each skill level are painted. With
six skill levels to work through, the fin-
est display of your joystick talents would
be to reveal all six messages.

Don’t think that once the bad guys
who chase you are handled, the game
is without challenge —finishing the in-
itial skill level moves you into a level
that has you painting with clear varnish
to test your memory, which is followed
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by painting of the building in the dark.
The only assistance you receive at this
point is through the use of the many
sound effects and musical passages that
provide their own individual indication
as to your painter’s status.

The ability to choose the number of
joysticks you’ll use, regardless of the
number of players, shows a sensitivity
to the difference between the systems
that users may have put together.

The detailed manual that accompa-
nies Bristles is very simple to under-
stand. It provides numerous hints that
may help get you through the rough
spots in your strategy. G

The $2.50 price hardly covers:the cost
of the disk used to store the program.
It’s an incredible value, if youcan find
it nearby. Many users will find Bristles
too difficult and demanding, as it's a
very hard game to master. But, for the
player who isn’t satisfied unless his or
her abilities are tested to the limit, this
one’s certainly for you.

SNEAKERS

by Mark Turmell

SIRIUS SOFTWARE
10364 Rockingham Drive
Sacramento, CA 95827
(916) 366-1195

48K Disk

Though it may come as a surprise to
many game designers, the popularity of
a game is not necessarily dependent on
how many ritzy features or what fancy
graphics are written into it. Many games
have found quite a following by merely
including a well-designed challenge for
the player—varying that challenge fast
enough so.as not to be boring, yet slow-
ly enough s6 that the player isn't over-
whélmed.

VDM DMEY
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Sneakers.

Sneakers, as simple as it seems, lives
up to that policy and offers a variety of
tests that keep pushing the player to his
or her maximum.

This program runs you through eight
different tasks, ranging from “Sneakers,”
where you must shoot off the screen
creatures that look like happy faces with
legs, to “H-wings” that zigzag down
from the top, bouncing off the sides of
the screen toward your waiting craft
(possibly the most difficult of all the
screens).

Some of these battles are easy to com-
plete, while others will take all your ef-
forts to pull your remaining spaceships
through. Many of the screens force you
to arrange a strategy around the move-
ments that your attackers make.

For example, the path of the enemy in
“Sneakers” changes in relation to how
long you hold down the trigger. This
forces you to pick and choose the shots
you’ll take, or you’ll find the saucers
crashing into your ship. Needless to say,
this isn’t the best plan to use to move fur-
ther into the game!

As simply as the game is laid out,
you’ll find its ability to raise the sweat
of your brow worthy of your admiration.
Since it’s now exiled to the discount
rack, where the price is within the range
of anyone’s wallet (our purchase price
was $6.95), it can be recommended for
anyone who enjoys a fine arcadelike de-
sign. Just don’t expect it to be solid gold
.. .Sneakers only appears to be!

NIGHTSTRIKE
by A.Y. Kobayashi
(Solitaire Group)
TG SOFTWARE
1104 Summit Ave., Suite 110
Plano, TX 75074
(214) 424-8568
16K Cartridge

Nightstrike resembles a slightly more
polished version of the early 2600 re-
lease, Air-Sea Battle. Though its graph-
ics aren’t as blocky, the play of the game
itself isn’t enough to hold one’s interest
for too long.

You're equipped with tanks which roll
out onto the screen one at a time. As
with most games of this sort, when
three tanks are destroyed, the game
ends. At that point, you may breathe a
sigh of relief that it’s over!

Between the first push of the START
button and the GAME OVER banner,
you're exposed to waves of enemy air-
craft crossing the night sky. Some of
these attackers will drop bombs in an
attempt to bring the battle to an earlier
conclusion.
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You must use the weapons your tank
has been equipped with: anti-aircraft
guns (standard fare for games of this
type) and shells that may be detonated
aerially at an altitude of your choosing
(though limited in number), in an at-
tempt to destroy as many of these attack-
ers as possible.

When each wave ends, you will be re-
warded with bonus points correspond-
ing to how good your ratio of shots taken
to planes destroyed is. The guns will be
your major utility in the battle, but must
be used sparingly to elevate the bonus
point rating.

As you proceed through the contest,
each succeeding wave gets more diffi-
cult: faster and more erratic movement
by the enemy bombers, attacking rock-
et bombs, and, most importantly, blind-
ness due to nightfall. Flares can be ex-
ploded, leaving a lingering backlight in
the sky which may or may not help you
in your efforts.

Nightstrike can be played by one or
two combatants (though not simultane-
ously, which would have allowed for bet-
ter competition and action) and may be
started at any level of your choosing, up
to the maximum of the eighth level.

By starting the game at the highest
level, the program’s shortcomings be-
come evident. Between the enemy’s on-
slaught, the trouble with tank movement
and firing (which are combined into a
single joystick function), and the inabil-
ity to see the offenders, you’re just too
overwhelmed to concentrate on the task
at hand. It's over almost before it begins.
To play up to this stage would be, in my
eyes, humanly impossible.

Even discounted to $2.99, Nightstrike
can't be heartily recommended. Its goals
are so lofty that the player gets tired of
trying for an impossible dream. And,
while at first the idea works, too much
is thrown in to muddle the effort.

DROIDS
by M. Mirzazadeh
(Solitaire Group)
TG SOFTWARE
1104 Summit Ave., Suite 110
Plano, TX 75074
(214) 424-8568
16K Cartridge

Droids transports you from the com-
fort of your home to “the vast, starless
void beyond the Mnemos Nebula.” Here
you're in control of your own spaceship,
which comes equipped with its own
slew of out-of-control robots. These ma-
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chines are going around your craft shut-
ting down the various control systems
that maintain the communications, life-
support, weapons and engineering func-
tions.

You must move through the four-story
ship reactivating all the systems that
have been shut down, before the droids
get to them. If a droid comes in contact
with any of the systems (each represent-
ed by a symbol on one of the floors), the
system is immediately powered down.
Contact by your ship commander with
any of the robots wandering the corri-
dors results in instant death.

To fully activate a system, you move
your captain to the “recharging station,”
then touch one of the symbols. The sys-
tem icon will change color from red to
yellow to green (when fully powered) to
indicate its status. If you fail to have all
of the systems working simultaneously
within a three-minute period, the game
ends.

Your shooter in this endeavor is an
“integrator beam” (don’t you just love
these names?) that helps you keep the
hapless robots at bay. But it’s only a tem-
porary fix; there are more where they
came from.

If you complete a level successfully,
you’ll be advanced to the next, up to a
maximum of seven. Each level provides
more of a challenge, where you’ll face
droids that are increased in number and
speedier, and you'll find your movement
and shooting become restricted.

Documentation provides the barest of
explanations, as you must discover by
actual play the basic strategies involved.
While I have mixed feelings about the
quality of the challenge, for $2.99 what
can you lose?

At a higher price, I'd have reserva-
tions, as many games put out today eas-
ily surpass Droids, with more descrip-
tive documentation and lack of play
repetition. Unfortunately, this product is
also accompanied by possibly the worst
interlude music known to man.

FLIP AND FLOP

by Jim Nangano

FIRST STAR SOFTWARE
22 East 41st Street
New York, NY 10017
(212) 532-4666

32K Disk

At first, Flip and Flop appears to be
a Q«bert clone, but it has enough origi-
nal thought behind it to put it beyond
its predecessor.

The first difference (and, perhaps, the
most important) lies in the playfield de-
sign. In Q«bert, the simple pyramid be-
came a monotonous graphic to play on
and left experienced arcaders with the
ability to find a pattern to defeat the sys-
tem. Flip and Flop starts with a scatter-
ing of marked squares that must be
jumped on to complete the task. As you
finish each level, more platforms and
marked squares are added, as well as
more speed for your pursuer.
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Flip and Flop.

The jumper you control in the odd-
numbered levels is a kangaroo named
Flip, and on even-numbered levels, a
monkey named Mitch. The difference
between the two is another plus for this
program—Flip changes squares by hop-
ping on top of the puzzle; on Mitch’s
turn, the whole thing is tossed upside-
down, leaving him hanging and swing-
ing from square to square. This optical
illusion adds to the excitement that
challenges you.

The task at hand sounds easy so far,
but add in a zookeeper chasing Flip and
a “flying net” on Mitch’s heels, and this
combination will have your joystick
smoking in an attempt to elude capture.

If your character and the relentless
pursuer come to rest on the same square,
or if you jump off the maze’s edge, you'll
lose a “try.” The design of the game is
one which should be applauded by all
computer gamers for its lack of a vio-
lence. No explosions, blasting lasers or
blood lost. . .you just lose a “try.” More
programmers should take this to heart
when they design.

Another innovation is the use of the
“sticky squares” scattered throughout
the maze. These will hold any of the
game’s characters (including you) like
flypaper for a short period of time. This
feature will either allow you to put some
distance between yourself and the hunt-
er or force you to be a sitting duck.
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Little nuances, such as a change in
playfield color each round, the colorful
score displays and frequent animated in-
termissions, in addition to the above-
mentioned features, show that Flip and
Flop was designed by an artist who was
interested in forming a game devoid of
boring repetition.

The graphics are crisp 3-D simula-
tions that pay attention to detail at ev-
ery turn. All this, coupled with concise
but effective documentation, provides
vou with a game that’s fun and easy for
all.

This disk was purchased from the dis-
count table at a local toy outlet for the
amazing price of $2.50! It should be
quickly picked up by anyone who sees
it and immediately enjoyed for its abil-
ity to give much entertainment and end-
less hours of arcadelike thrills.

FAST EDDIE

by Mark Turmell

SIRIUS SOFTWARE
10364 Rockingham Drive
Sacramento, CAQ 95827
(916) 366-1195

8K Cartridge

While on the subject of games by
Mark Turmell, here’s another that he
authored. According to the copyright
dates on the products, Fast Eddie fol-
lowed Sneakers, although in appearance
and play quality, it would seem to have
been written for the Atari 2600 and con-
verted for the various computer systems
in an attempt to make a few more bucks.
Bad choice!

The first view of this game will take
you back to when the 2600 was the rage.
In light of the strides that have taken
place in computer game graphics, you
will find yourself extremely disappoint-
ed that this appears on your computer.
The only consolation is that the game is
a couple of years old, but even back then
graphics quality was many steps above
this.

Turmell has again used the “Sneak-
ers” that were so popular in the previous
game, but here you'll find them guard-
ing the various treasures that float above
their heads.

Your goal is to run, jump and climb
your way to all the bonuses on the five
floors of the structure. The trouble arises
on the top floor, where the dreaded
“high-top” appears (those who grew up
playing basketball on playground courts
would be most familiar with these). He’s
a “Sneaker” who can't be jumped over
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till all the bonuses have been retrieved.
At that point, he'll shrink to “normal”
size, and a key will materialize above his
head (7).

Leaping to this key safely will reward
you with a free life (if you're not already
holding the maximum three allowed).
Play will proceed level by level, with the
“Sneakers” multiplying and trying their
hardest to impede your progress.

As you may have realized by this de-
scription, the game soon becomes bor-
ing in its repetition. It adds very little
difficulty to the basic premise and short-
ly becomes very tiring. While the book-
let provided helps you form a strategy
with a bunch of helpful hints, the con-
tinuing “run, jump, run, jump” routine
will ruin any enjoyment you may derive
from it.

If any recommendation can be made,
it’s that you should buy Fast Eddie as a
warm-up to more challenging programs
you may have in your library. Even with
a $2.99 price tag, it’s not good for much
more than that.

COMPUTER WAR

by Colin Hume

THORN EMI SOFTWARE

1370 Ave. of the Americas, 9th FI.
New York, NY 10019

24K Disk

These days, people all over the world
are concerned about the possibility of
nuclear war. Some have taken it upon
themselves to try to profit from this con-
cern (in a sense), by writing TV and
movie scripts about it. It also seems that
what appears on the screen will soon be
found in the form of a computer prod-
uct. Computer Wars falls into this group
and does a fair job at pulling it off.

As a member of the military forces of
the U.S.A., your job is to defend all the
military bases in the country, to the end.
As the enemy missiles approach, you
must track them with the help of your
computer, destroying them before the
national defense system retaliates in an
all-out effort that would, most likely, re-
sult in worldwide destruction.

If you complete a level by vanquish-
ing all the bombs, you'll be tested with
a crossword-puzzle-like grid where you
must match a small grid with a portion
of the main grid. Rotating the smaller
section and visualizing where it belongs
is hard enough, but add a time limit and
you'll find yourself on the edge of los-
ing your sanity in an effort to complete
the puzzle.

If you accomplish this, the game will
reward you by allowing you to pick a
base and take it off your computer dis-
play of the U.S.A. defense structure,
thereby reducing the number of instal-
lations that must be defended.

When all the bases have been safely
locked up, you will be rewarded with
bonus points. Don't rest. . .the battle
gets more difficult as more bases are ad-
ded, and more missiles are dispatched
by the enemy to wipe them out.

It certainly is disappointing that the
game can't end with a successful de-
fense. Inevitable destruction is accom-
panied by catchy phrases that are subtle
reminders of the movie Wargames.

This game is well designed, with
some dazzling graphic displays, but it’s
not without some faults. When a missile
is located on the main map, the cursor
is manipulated to circle the rocket. A
push of the trigger will then switch the
screen to show a panoramic view of the
terrain.

This is where you attempt to blow up
the attacking missiles. A few tries at the
latter segment will improve your shoot-
ing, but the bombs are still very diffi-
cult to destroy. Sometimes, they seem to
elude your firings magically.

The other annoyance comes when the
enemy has succeeded in causing some
severe damage to your bases. When this
damage reaches a high level, the game
will keep you aware of it by a constant
and annoying siren that continues until
you ‘“catch up” and restore some of your
defense capabilities.

Other than these problems, Computer
War has some very challenging thrills
built into it. It also carries a cost of
$5.95, which is a small price to pay for
the entertainment it provides.

With luck, this has given you an op-
portunity to pick and choose from a por-
tion of the discount software available.
As with any item you buy, you should
remember the phrase caveat emptor (let
the buyer beware). Until the next time
. ..enjoy. A

Andy Eddy works as a cable television
technician, with a long-time interest in
computers. While his family’s 800 is
three years old, he’s been avidly play-
ing since Space Invaders and is a form-
er record holder on Battlezone.
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PANAK
STRIKES!

Reviews of the latest

software

by Steve Panak

This month, as I emerge from my sub-
terranean lair, [ am blinded by the light.
Not from the sun, although that would
be pleasant since it’s always dark here,
but from the glow of good games. I get
such junk at times that I'm sure I'll go
mad. But not this month—not a dud in
the bunch.

So, as the last ghastly glow grows dim
on my phosphor tube, I can barely re-
member that I am still trapped here,
with no escape except that in my own
twsted mind. Yet it's with peaceful res-
ignation that I write this to you from
beyond—a feeling that, at least for a
time, I will be free. . .through these
games.

[ will, of course, only awaken and find
myself trapped again.

THE HITCHHIKER’S GUIDE
TO THE GALAXY

by Douglas Adams

and Steven Meretzky
WISHBRINGER

by Brian Moriarty
INFOCOM

125 Cambridge Park Drive
Cambridge, MA 02140
48K Disk $34.95 each

See what [ mean? This month, not one
but two games from the only company
that can really turn me on. The graph-
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ics which Infocom’s
prose sends scorching
into my mind make all -
my arcade action games
obsolete. So, without fur-
ther ado, let’s get into the
first one.

The Hitchhiker’s Guide to
the Galaxy is Infocom’s four-
teenth work of interactive fiction
(and they said it wouldn't last).
However, it also marks a first for
Infocom. It’s the first time they've used
a best-selling author’s book as a basis for
one of their games, and they’ve even had
the author co-write the game itself.

Douglas Adams is the man behind the
madness, and the four books which
comprise the Hitchhiker trilogy have
been best-sellers—both in the U.S.A.
and in the author’s native England. They
have spawned, in addition to the Babel
fish, a public radio series and a PBS tel-
evision mini-series (imported from En-
gland). Rumors continue to circulate as
to the possibility of a motion picture
again reuniting Arthur Dent and his co-
horts.

The game itself takes you into the tor-

mented world of Arthur Dent, who, on
one sunny morning, got up on the wrong
side of his bed to find his clothes, his
house and his planet utterly destroyed
by bureaucrats bent on progress. To cap

it all off, he discovers that his friend,

Ford Prefect, is not from Guildford

after all, but from a small planet
somewhere near Betelgeuse. As in
the series, the two are joined by
Zaphod Beeblebrox, the universe’s
cleverest two-headed man, and by
Marvin, the paranoid android, who of-
ten has a pain down all the diodes in his
left side.

The four band together and are joined
by other memorable characters, as they
move in and out of improbable situa-
tions as easily as most of us get out of
our old socks. And, all the time, they
slyly poke fun at every science fiction
gadget and concept ever created.

The characters come to life as the sto-
ry unravels before your awaiting eyes.
One problem, however, is inherent. The
characters in the trilogy are extremely
complex—more than a computer game
can handle, even one from Infocom.

So, in order to understand many of the
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m PANAK STRIKES! continued

events, you have to have read the books.
How else could you know what truly
repulsive creatures the Vogons are? But,
once you've read the books, you’ve also
learned solutions to some of the puzzles.

Not all the puzzles, though, and there
are more than enough riddles to keep the
game gnawing at you for at least a cou-
ple of weeks. Some of the puzzles are
extremely humorous (as well as diffi-
cult), as they taunt you after each incor-
rect solution attempt. And, for those of
you who've played the game, I want you
to know the Babel fish is still torment-
ing me.

Infocom followed Hitchhiker (as if
that was possible, but then, achieving
the impossible is an Infocom exclusive)
with Wishbringer, a fantasy game in
their introductory (formerly “junior”)
level.

In this game, you're a postal clerk who
is ordered one day, none too politely, to
deliver a mysterious letter to the town’s
Magick Shoppe. But this letter turns out
to be a ransom note for the proprietor’s
kidnapped cat.

Upon your return from delivering the
letter, you discover that the town has
changed — for the worse. It’s no longer the
friendly city of your youth, but has mu-
tated into a malignant metropolis, whose
livid life-forms have no good plans for
your future.

Wishbringer also takes you through
a labyrinth of twists and turns that wind
through other familiar Infocom locales.
Suddenly, you find yourself outside a
white wood house (Zork), or on a sul-
try pier (Cutthroats). But each of these
places has also changed strangely. Mail-
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boxes, in particular, take on a life of their
own as they skip and jump about, de-
manding to be fed.

If you evade the boot patrol and have
the Wishbringer stone, you're in com-

this is necessary. Sometimes it even en-
hances the game, providing a tension-
building delay before you find out that
you've inadvertently killed yourself.
mand of its power. It allows you to cast
seven spells, some of which can only be
used once. It's not easy; all the spells re-
quire additional items, such as grue’s
milk. And, if you've ever tried to get
milk from a grue, you know how pain-
ful that can be. Only the wise warrior
will find all the items, then wait and use
the spells at the correct time, finally
completing the game.

The puzzles are generally easy, espe-
cially if you've challenged Infocom be-
fore. However, the prose is entertaining,
and the game is fun and full of surprises,
more than making up for the quick com-
pletion time.

Both programs function smoothly. In-
focom has left little room for improve-
ment, although Wishbringer introduces
a new cursor. As usual, time is always
spent loading data from the disk, but

The Infocom production staff has out-
done itself again in the packaging of
these two games. Both utilize their new
packaging design, which resembles a
book, with a front cover that opens to
display the manual.

The disk and other game goodies are
secured in a compartment in the back.
Hitchhiker’s manual is especially good,
with humorous prose and drawings. Al-
so included are the peril-sensitive sun-

glasses (which become opaque when
danger approaches, so you won't be un-
necessarily alarmed) and a “Don’t Pan-
ic” button. I was slightly disappointed
that the glasses were only cardboard. I
was unable to wear them out on the
town, but costs must be kept down. At
least the button could be worn—and
was!

Wishbringer’s manual isn't quite as
impressive. It contains the local history
of Festeron, as it concerns the Magick
Dream-Stone. This, of course, added
something to the story, but, while im-
aginative, wasn’'t as much fun to read.
It lacked the twisted Infocom humor I've
grown to love.

Other Wishbringer paraphernalia in-
clude postal maps of the town, the let-
ter you must deliver and the stone itself,
which I found fascinating. It glows in
the dark, but not that age-old glowing
green I've grown accustomed to since
childhood. It glowed purple. This was
unsettling enough to make me recharge
it and watch it glow a number of times.
I suggest setting it nearby and playing
Wishbringer in its eerie radiation.

So, while both these games are iden-
tically superb, 1 have to give the slight
edge to The Hitchhiker’s Guide to the
Galaxy. Its sarcastic blend of humor and
torment often sent me screaming from
the room, with clumps of hair between
my fingers.

SPACE SHUTTLE

by Steve Kitchen
ACTIVISION

Drawer No. 7287
Mountain View, CA 94039
16K Cartridge $29.95

After testing and reviewing scores of
games, ['ve often caught myself falling
into the trap of judging a game just by
the company which puts it out. I feel
that some companies put out good qual-
ity, and others, well. . .

Activision has been one company that
I've come to expect very little from—
that is, until I boarded their Space Shut-
tle. Now excuse me, while I extract a foot
from my mouth.

Space Shuttle is a welcome surprise,
and an unexpected pleasure greeted me,
when I opened the carton. This wasn't
the simple video game I'd expected, but
a complete program, essentially a junior
outer space version of Flight Simulator.

In Space Shuttle, you are at the con-
trols of the shuttle Discovery on a mis-
sion to rendezvous and dock with an
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orbiting satellite, then return safely to
Earth. There are no enemy crafts to de-
stroy, no space mutants to fry. This is
real life; the slightest error will burn you
up in the atmosphere, scattering your
ashes from Pittsburgh to Morocco.

Space Shuttle.

You pilot the shuttle using the joystick
and the keyboard. What distinguishes
this program, though, is the complexity.
While it’s unlikely that, on completing
a couple of successful missions, you'll
be ready to step into the real thing, the
program is complex enough to challenge
even the avid astronaut for a substantial
time.

Indeed, the program is too complex
to even begin to describe in any detail.
The manual is thirty-one pages, contain-
ing detailed information on each phase
of your mission. Launch, docking, de-
orbit burn, reentry and more are covered
in depth, with full details and colorful,
informative illustrations. Error codes,
problem resolution and a glossary com-
plete the booklet.

To start, your best bet is the Autosim-
ulator. In this mode, the computer does
most of the work, allowing you to sit
back and get acquainted with the vari-
ous displays.

When you think you're ready, you can
move on to one of the two difficulty lev-
els. The more difficult level places you
in command of every aspect of the flight.
You must shut down the engines at the
right time to achieve a proper orbit; you
must utilize the correct entry angle to
avoid burning up in the atmosphere.

And you might even learn a thing or
two in the progress. One thing’s for sure:
you must read the manual before you're
even close to ready for command. Pac-
Man this isn’t, and trying to play before
reading the directions will only frustrate
vou and waste your time.

The screen is fairly detailed, and con-
trol is rapid and sure. I really can find
little to complain about, and that bothers

ANALOG COMPUTING

me. Have I missed something?

I don’t think so. I'll have to reevaluate
my feeling about Activision. But first,
I'll take one more turn at the commands
of the Space Shuttle. Bon voyage.

THE HALLEY PROJECT

by Tom Snyder Productions
MINDSCAPE, INC.

3444 Dundee Road
Northbrook, IL 60062

48K Disk $44.95

While the shuttle can only achieve
Earth orbit, my calling has always come
from farther out. The Halley Project took
me far out. . . into our solar system. On
the way, it both stunned my senses and
simulated my mind in a way unlike that
of any other game on the market.

In addition to being a complex game,
it’s an educational program, teaching
such concepts as space travel and the
composition of our solar system. Also
included is a challenge, but more on that
later.
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The Halley Project.

The game begins even before you boot
the disk. A cassette contains your secret
mission (a hardcopy is included, for
those who lack a tape deck), and you're
instructed to listen to this before you be-
gin. You're asked if you wish to accept
the mission, and, if you do, you're made
a member of PL.A.N.E.T. (Planetary and
Lunar Aerospace Navigation and Explo-
ration Team). Boot up the disk and blast
off.

You visit and land on a number of
planetary bodies in our solar system.
There are ten increasingly difficult mis-
sions, each with a different destination.
Sometimes your next destination is giv-
en to you outright; at other times it’s
only cryptically revealed (i.e., go to any
planet without a moon), leaving you to
solve the riddle and proceed onward.

After you've determined what planet
(or moon) is your destination, you must
find out where it is. Using the radar, you

locate your object and ascertain its re-
lation to you. A backdrop of constella-
tions supplies you with reference points,
and the enclosed star map helps you
recognize the constellations until they
become familiar. Then you rocket to-
ward the stars—and your landing pad.

As you near the planet, it becomes
visible through your viewscreen and
grows larger until you crash into it (if
you forget to brake via the SPACE BAR).
If you wisely decide to achieve orbit,
you can circle the planet until you find
the landing area.

Remember that, if the planet is be-
tween you and the sun, it will appear
black (invisible). After you land (just
press A) and take a look around, blast
off for your destination.

It is rather difficult to complete a mis-
sion until you've memorized the con-
trols, but it soon becomes easy. 'm quite
familiar with the planets and moons of
our solar system, though; someone less
informed might have a tougher time. Re-
search would probably be necessary to
determine where you're to go, and a bib-
liography is included in the manual.

The viewscreen is much like that in
“Star Trek,” but lacks Sulu and Chekov
to pilot the ship. Readouts indicate your
speed, whether you're in high or low
power mode, and how far away the body
in front of you is.

The graphics themselves aren’t that
spectacular, but are probably represen-
tative of what you'd see in space. It’s
really not that exciting out there with-
out space invaders hurtling toward you.

I haven't seen, with the exception of
Infocom games, a program package as
elaborate as this one. A binder holds two
sealed packets containing your mission.

The manual itself is a masterpiece, an
extraordinary combination of knowledge
and instruction written with a sly wit
that makes the whole thing easy and fun
to read. An easy reference card helps
you navigate until you learn the simple
controls.

Another feature traces your progress,
as well as the progress of up to ten of
your friends, updating it after each suc-
cessful mission.

Oh, yes. . .I almost forgot about the
challenge. Once you finish the tenth
mission (rather, if you finish), you mail
in your score, and P.LL.A.N.E.T. will re-
turn the special instruction which will
allow you to complete The Halley Pro-
ject. If you mail by December 31, 1985,

(continued on page 27)
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Original 400/800 Owners Rejoice!
CDY Has Not Forgotten You!

OMNIVIEW XL/XE & SpeedScript 80

WARNING: No 800XL/130XE owner should read this ad unless they have
60 bucks to invest in their computer! Due to the outstanding value of this
product. you may find it too irresistible to be without.

OK. don't say you were not warned. We are now going to entice you with
some of OMNIVIEW XL/XE's bountiful features:

%800 compatible operating system that runs virtually every picce of
commercial ATARI software. Press a console switch to copy the OS into
RAM and free up the $C000 page (i.c.. a built-in translator disk).

*Theresident ramdisk handlers can be used by XE owners with many
popular programs and DOS’s to treat the extra 64K of RAM as an ultra-
fast disk drive.

*The FASTCHIP floating point package is provided for significantly
faster and more accurate math operations. .

80 columns operation undermany environments including Letter/Data
Perfect. BASIC. MAC65. and ATRR000 CPM.

* And here comes the real teaser! For a long time people have been
asking if OMNIVIEW can be used to give ATARIWRITER &0 column
screen output. Regretfully we have always had to say no. In fact. we must
still say no. but we have got something even better to offer! SpeedScript 80
is a wonderful new word processor designed for use with OMNIVIEW. Tt
is as easy to use as ATARIWRITER and much more powerful! And CDY
will provide SpeedScript 80 with every OMNIVIEW at no extra charge!
Current OMNIVIEW owners can purchase SpeedScripr 80 directly from
us for only $10.

Of course. 400/800 owners can also enjoy the power and convenience of
OMNIVIEW (including SpeedScript 80)by adding the 4K or 8K
OMNIVIEW to the OMNIMON piggyback board or the Ramrod OS
board. These OMNIVIEWSs also include resident ramdisk handlers for
use with the AXLON Ramdisk. If you are serious about enhancing the
performance of your computer. you will be delighted with the unique
features of OMNIVIEW!

Feature Comparision Chart

OMNIMON Ramrod ~ ----- Upgrades for----- Ramrod XL Add-on for
Piggyback OS board  ---OMNIMON or Ramrod---  Piggyback Ramrod XL

400/800 800 8K OMNI BKVIEW 4K VIEW B800XL VIEWXUXE

Enhanced 0S * * *
Includes FASTCHIP FP * *
80 Column Emulation * * *
Ramdisk Handlers * * * *

OMNIMON Features:

AAlter Memory *
B:Boot (Ram) disk

C:CPU Registers

D:Display Memory

E:Single Step Execution
F:Fill Program Buffer
G:Binary Load/Directory
H:Hex Conversion

H:Hex Arithmetic

I'Install Ramdisk Handlers
J:Jump Subroutine (JSR)
L:Drive Selection/Control
M:Move Block of Memory
N:Relocate 6502 Code
0:0perate from Prog. Buffer
P:Printer Control

R/Read Sector(s)from Disk
S:Search Mem. for Sequence
TTog Hex Char Display Mode
U:User's Custom Command
V:Verify 2 Blocks of Memory
W:Write Sector(s) to Disk
X:Disassemble Memory
Y:Line Assembler

Z:Exit Monitor

Lockup Recovery
Redirection of Printer 1/0
Talk to Happy Ram Buffer
80 Column ATRMON for ~ ATR8000
Includes SpeedScript 80

*

* % %
* %
* % % % Ot

* b bk b %

* %

* %

* %% %
*

* o b
* % % %
LR A S S

*

* %
3% 0 % % % % b b O % b b b b O O b b 3 0k 6 b b b % b

IR SRS RS S R

L 2 2

How To Order

Add $2.00 shipping ($4.00 for 2 day delivery). We accept Visa or Master Card orders but
would prefer to send COD (cash or M.0. only). We will gladly pay all shipping charges for COD
orders over $20.00.

New Low Price on 128K Ramdisk for 800!

0K, s0 you love your old faithful 800 and don't want to give it up, but at the same time you are
covetous of all that cheap memory in the 130XE. Well now you can succumb to your desires
without needing to buy another computer! By purchasing the AXLON Rampower 128 at our
new low price, you can upgrade your 48K 800 to an awesome 1 60K forabout
the same price as an XE. And with that amount of memory you can do things that a 130XE
owner can only dream about! Like emulating a full 720 sector drive (whereas the 130XE
supports only 512 sectors) And this can be used to great advantage in environments like DOS,
Happy Warp Speed Software (copy an entire disk in less than 1 minute!), SynFile and SynCalc
(133K spreadsheet!), and BBS’s. And many more environments (like Letter and Data Perfect)
are supported with the addition of either an OMNIVIEW (see our special offer below) or 8K
OMNIMON. Some of us bought our Ramdisks back when they cost about $700, and even at
that price they have been worth every penny! So don't retire your trusty 800. Upgrade it with
an AXLON Rampower 128 and be the envy of every 130XE owner!

Free OMNIVIEW for your 400/800!

OMNIVIEW has been steadily gaining in popularity, especially since the introduction of
SpeedScript 80 (see left column of this ad). CDY now makes beautiful 80 column screen
output even more affordable by providing a 4K OMNIVIEW (including SpeedScript 80) free of
charge with every OMNIMON piggyback board sold! And since this OMNIVIEW also has
resident ramdisk handlers, it is especially powerful in conjunction with the AXLON Rampower
128, allowing you to interface it with almost any DOS. However, OMNIMON piggyback boards
are in limited supply, so order soon to take advantage of this great opportunity. Remember,
Christmas is right around the corner! Avoid the rush!

OMNIMON Resident Monitor

We make an OMNIMON for every 8 bit ATARI except the 1200XL. This is the most
powerful machine language available! It gives you a wealth of tools for
program development and customization of existing programs and it has the unique ability to
interrupt, examine and manipulate any program in memory. In other words, it gives you
complete control over your machine! Thousands of OMNIMON owners have sworn by
them for years and wouldn't dream of having an ATARI without one. If you are a programmer or
are interested in learning more about your machine, you can make no better investment!

Pricing
400/800: Piggyback board plugs into existing 0S board. pensive and easily di
OMNIMON piggyback board & OMNIVIEW $69.95
OMNIMON piggyback board & 8K OMNIVIEW $109.95
OMNIMON piggyback board & 8K OMNIMON $109.95
Add FASTCHIP floating point to any of the above $15.00
FASTCHIP floating point package by itself $19.95
OMNIVIEW for piggyback or Ramrod 0S board $29.95
8K OMNIVIEW or 8K OMNIMON for piggyback or Ramrod $44.95

800: Ramrod 0S board replaces existing 0S board and comes with enhanced 0S in EPROMs. Ithas 2
sockets for OMNIMON/OMNIVIEW enhancements which can be selected with a switch.

Ramrod 0S & OMNIVIEW $89.95
Ramrod 0S & 8K OMNIVIEW $104.95
Ramrod 0S & 8K OMNIMON $104.95
Ramrod 0S & 8K OMNIMON & OMNIVIEW $129.95
Add FASTCHIP floating point to any of the above $15.00
600XL/800XL/130XE: Replace existing 0S chip or add Ramrod XL to select between 3 possible 0S's.
OMNIVIEW XL/XE (includes FASTCHIP and 800 compatible 0S) $59.95
Ramrod XL & OMNIMONXL (includes FASTCHIP & 800 compatible 0S) $79.95
Ramrod XL & OMNIVIEW XL/XE $99.95
Other fine products:
0SS BASIC XL, MAC 65 or ACTION or BASIC XE $69.95
0SS BASIC XL, MAC 65 or ACTION tool kit $34.95
AXLON Rampower 128 (Ramdisk) $179.00
SpesdSaript 80 (for current owners of OMNIVIEW) $10.00
SD/DD 130XE Sector Copier $17.95

CDY Consulting
421 Hanbee
\7 Richardson, TX 75080
(214) 235-2146
DEALERS INQUIRIES SOLICITED

CIRCLE #108 ON READER SERVICE CARD



mo‘i PANAK STRIKES! continued

you’ll receive a ranking against all other
astronauts who made it.

Overall, The Halley Project is an out-
standing package. Although it might be
a little simple for anyone out of high
school, it will, nonetheless, teach its
owner all about our solar system and a
little about basic physics and astronomy.
It’s a learning tool, cleverly disguised as
a game which challenges, in fact, taunts
the player onward as he reaches for the
stars.

COLOSSUS CHESS 3.0

by Martin Bryant

THE ENGLISH

SOFTWARE COMPANY
Imported by Big Ben Games
1765 Maple Street
Northfield, IL 60093

48K Disk $14.95

Last month, I reviewed a number of
chess games. Well, just when I thought
my mind had recovered (although my
brain was still numb from the experi-
ence), another chess game fell into my
hands, Colossus Chess 3.0. What a stroke
of good luck. And, after playing this one,
my head felt like it had had a stroke.

I've always had trouble with these
games; they challenge me. The thought
of a machine beating a man in chess is
vulgar. Next thing we know, they’ll be
wanting to drive a car, form their own
union, and write this column.

The thing is that [ get started and can’t
stop, except for a few bodily functions
not easily controlled (for additional rant-
ing and raving on the trials and tribula-
tions of computer chess, see last month’s
column).

Colossus proved to be a challenging
opponent, although, like most chess pro-
grams, it was a little weak on the end-
game. What distinguished it from the
others I've played was, not its claims of
superiority as to power (it claims to be
the computer chess champion), but the
number of options the program has.

In addition to the usual required op-
tions, like move take-back, being able to
alter the board, and allowing you to
choose to play black or white, Colossus
offers a couple of unique features.

The first is a clock which times your
moves. It lets you limit the amount of
time either you or the computer is al-
lowed in considering possible moves.
Another is a teaching option showing all
possible moves a given piece may make.

You can also alter screen colors and
save a game to disk or tape. You can flip

ANALOG COMPUTING

the board, placing black at the bottom,
and you can force the computer to take
its next best move —repeatedly, until it
uses its worst move. You can make ei-
ther or both sides invisible to simulate
blindfolded chess. But the most amaz-
ing options go right to the core of the
program itself.

Colussus Chess.

You can change some of the values
that Colossus uses to make its moves, ef-
fectively making it smarter or stupider.
This is done simply through the “quali-
fy parameters” option.

Also, utilizing a secondary screen
which you can toggle on and off with
the SPACE BAR, you can watch Colos-
sus consider thousands of moves on its
way to another crushing victory. It dis-
plays the number of half moves ahead
it's looking (measured in “ply”). The
screen also displays, in chess notation,
the current best series of moves it’s con-
sidering, as well as the current move.

The only problem with this is that, of-
ten, the line of moves is replaced by an-
other before you can read the first. But
you can always see the final line of the
moves it picked, and this will give you
clues—both as to possible moves for
you, and what Colossus thinks you’ll do.

After booting the disk, you pick the
skill level at which you wish to chal-
lenge Colossus. It has six, from easy to
hard, and some modes allow you to give
Colossus a time limit in which to make
all its moves.

It also has an “infinite” mode, which
searches all possible moves to 14 ply, or
until you tell it to stop. Using the AR-
ROW keys, you position the cursor at the
piece you wish to move. Press RETURN,
then move the cursor to the square you
are headed for.

If you make an illegal move, you start
choosing over. If you wish to take back
your move, simply press CTRL-B. The
pieces are well defined and of the clas-
sic design—very easy to recognize.

Now, look up at the price. I'll wait.
Yes, that’s right—$14.95! Apparently,
English software prices are much lower
than those here. And, while the (incredi-
bly) low price isn't completely indicative
of its worth, it’s packaged and marketed
very Spartanly. Don’t be fooled; ask to
boot it up and take a look.

Because of the many features of Co-
lossus, in addition to a spectacular price,
I felt it was one of the best buys in chess
programs today. Needless to say, it was
able to crush me repeatedly, but that’s
necessary. If [ could beat it all the time,
I would quickly lose interest.

Well, gang, that winds it up for this
month, but stay tuned. . .I've got anoth-
er good bunch of games next month to
blow your circuits. £

I must again thank Magic One Com-
puter Shoppe, 176 Second Street, Bar-
berton, Ohio for their invaluable assis-
tance in creating this installment.

watch the show.

FROM

‘THhe
OPPORTUNITY
DISK

For $2.95 (plus $1.00
for postage) you get
to see the oppor-
tunity of a lifetime.
Just boot the disk into
a 48K or 64K Atari, and

NYS Residents Add 7% Sales Tax

Orders from Outside the USA and Canada
Should Add $2.50 Postage

SENECOM

Dept. 43

13 White St.

Seneca Falls, NY 13148

Atari® is a reqgistered trademark of Atari
Corporation.

Senecom® is a registered trademark of
Seneca Computer Company, Inc.
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EXPRESS

Mirage Concepts has released Express, the
first word processor for the ST line. Though
not a full-featured program (see the review
on page 31), it includes several additional pro-
grams, consisting of a mailing list and merge,
typewriter and terminal mode.

I L : ; L Erm
This is 3 test of the “Express® Letter Pracessor, fron Niragel
Softvare, This ts 3 full-featured vord processer, rontaiming al

© CIRL K - Erase all text LIRL ¥ - Remove paragraph

 CTRC L - Load text from disk 0 CIRL I - Insert parsgrant 4
© CTRL W - Write text to disk CIRL U - lUnderline print - OW/OFF

© CIRL F - Reforn paragraph TRL & - Bold Face print - ON/QFF

§ DI C - Set margins CTRL P - Pause here when printing

o CIRL R - Release pargin Fi - Quit to main ment

¢ TR T - 8BS - Set/Remove =

o+ CTRL U - Delete line ESC - Return o word processer

?d nany other functions.{

tnderlintng Is xm?hshed b

the text to be underltned. In this sentence, the vord SAtari=l
vill be underlined. Note the special underline character
l(wmmg and folloving the word.<

y pressing CIRL-U tefore u_\a§ afterd

Mail list allows you to add names, address-
es and other pertinent information into your
letter or document, enabling multiple prin-
touts to be accomplished, without the chore
of adding each name manually.

Typewriter simply permits the computer to
print out each character or line of text im-
mediately when the RETURN key is pressed.
Thus, you don't have to wait for whole docu-
ments or paragraphs to be completed before
printing.

Terminal mode allows you to communicate
with other computers via a modem. Down-
loading, uploading and printer functions are
all built into this program, along with down-
load disk storage.

Express comes on a single disk with a 49-
page, spiral-bound manual and lists for
$49.95. Mirage Concepts, Inc., 4055 W. Shaw
#108, Fresno, CA 93711 — (209) 227-8369.

tween the IBM and the Atari ST for $39.95.

Retail is $34.95.

ST NEWS!

MICHTRON ANNOUNCES SEVEN PROGRAMS FOR THE ATARI ST
In order to diversify their product line, MichTron has spent the past six months looking at

various computers, trying to decide which to support. After thoroughly evaluating all the differ-
ent models, they decided that the 68000 was the best chip on the market at the present time,
and that the Atari ST had the best value-per-dollar performance of any computer available.

MichTron plans on releasing seven programs through mid-autumn, with five about to be
shipped as we approach press time. Transfer IBM/Atari allows you to transfer ASCII files be-

M-Disk, at $34.95, is basically a RAMdisk which sets aside memory in the computer, to make
it think it's a disk drive. Softspool is a RAM buffer which can be used while printing hard
copy. Data is sent to the buffer, freeing the computer for other tasks while the printer works.

and mudslinging rounds, for $29.95.
Three other games to be released in-
clude Flip Side, $34.95; Gold Runner,
$29.95; and Flight Simulator, $39.95.

Finally, Mi-Term is a smart-terminal
modem program using ASCII, DFT or
X-modem protocols, allowing pro-
gram and message transfer or com-

In MichTron’s first arcade game, ‘\iﬁ Tortlon
Mudpies, you attempt to avoid dan- by and
ger by using mud pies to ward off an- 5!@ Phil Hollyer
gry clowns. Touted in this game are T
advanced graphics and sound effects, ~ istributed by HichIron
challenge rounds, special “prizes” SCORE

HHITE BLACK
7 3

White's Turn...

puter linkup, at $79.95.

Contact MichTron, 576 S. Telegraph, Pontiac, MI 48053 — (313) 334-5700.

MARK OF THE UNICORN

The first graphics-oriented game for the
Atari ST line, Hex, was recently introduced
by Mark of the Unicorn (see the review on
page 65 of this issue), retailing for $39.95.
They also released Mince, a text editor aimed
primarily at developers, for a suggested retail
price of $179.00.

Now, that same company is shipping PC/In-
terComm, a communications package that
emulates the Digital Equipment Corporation’s

Hain Henu

seed and- port Setup

This Set Up is for! unknown

CHAT TELECOMMUNICATIONS

With CHAT, your ST can talk to other com-
puters, access databases, download informa-
tion and use electronic mail services.
Designed for advanced users, CHAT doesn't
leave beginners behind. ASCII file transfers
using XON/XOFF protocols, X-modem com-
patibility and uploading are feasible, using
dumb or Hayes-compatible smart modems.

SST Systems is also planning SWR, a BBS
package for the ST and a simple database for
home record keeping.

CHAT retails for $19.95 from SST Systems,
P.O. Box 2315, Titusville, FL. 32781.

DEVELOPERS PACKAGE

Atari has announced that they’ll be offer-
ing their ST software developers’ package for
$300.00.

Included in the package are: the C compil-
er, 68000 assembler, linking loader, C and
GEM library files, several utilities, and the
new MicroEmac Editor.

You'll also find an incredible amount of
documentation. There’s enough for you to fill
several loose-leaf notebooks.

All this can be yours to experiment with.
Contact: Richard Frick, Atari Corp., 1194 Bor-
regas Avenue, Sunnyvale, CA 94086.

¢ TnterCorm U3 81 Helr
pC/Tatertonn V3,81 Hell

Exit Full iiS4an C 810

VT102 video terminal. This smart terminal
can communicate with DEC mainframes such
as the VAX, the PDP-11 series and the multi-
tude of machines running UNIX. Accounting,
spreadsheet applications, menu systems and
other programs that run on a VT102 terminal
can all be used on your ST with the help of
PC/InterComm.

Downloading and remembering data is eas-
ily accomplished, along with many other fea-
tures. For $124.00, from Mark of the Unicorn,
222 Third Street, Cambridge, MA 02146.
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YOU OLD SUNDOG
Quite popular on Apple II for a year now, Sundog: The Frozen Legacy is shipping for the
ST. Per FTL Games, Sundog developers “leapt at (the) opportunity to revolutionize the look
and play of graphic adventure games, using the redefined color graphics that Atari makes avail-
able for less than $1000.”
You play an adventurer as
Captain of the Sundog, earn-
ing a living by transporting
cargo between the Drahew
Region’s eighteen planets, in-
cluding over fifty cities. Fight-
ing pirates and keeping the
ship running are some of the
challenges you’ll encounter.
Utilizing the ST’s crisp col-
ors and graphics abilities, win-
dows assist in text handling
and improved user interaction.
Priced at $39.95 from FTL
Games/Software Heaven, 7907
Ostrow Street F, San Diego,
CA 92111 — (619) 279-5711.

INFOCOM INTERACTION FICTION AVAILABLE FOR THE ST
Infocom, the largest third-party entertainment software company in the world (well known

for their high quality software packages) has released all seventeen of their titles for the ST.
According to ST Assistant Product Manager Barry Star, “The Atari ST, with its high power
at an affordable price, will appeal to a more serious user than previous home machines. The
level of sophistication and richness of prose in Infocom’s products make them perfect stories
for the 520ST customer.”

The Infocom product line consists of: Zork I, IT & III, Planetfall, Starcross, Sorcerer, En-
chanter, Suspended, Suspect, Infidel, Cutthroats, Wishbringer, A Mind Forever Voyaging,
Seastalker, Deadline, The Witness and The Hitchhiker’s Guide to the Galaxy.

The ST versions,
along with the
always impressive
Infocom packaging,
also give the
players the ability

Ken Olson

hy and
Phil Hollyer

BN
Er/

version 1.8 to change the text
0 : and background
Distributed hy MichIron cols {0 thei tum
SCORE preference.

Suggested retail
prices for the new
games range from
$39.95 to $49.95.

For more infor-
mation, you should
contact:

Infocom, Inc.,
125 Cambridge
Park Drive,
Cambridge, MA
02140 — (617)

[wiite BT,
1 S

White’s Turn...

492-6000.

' | SOFTWARE/HARDWARE FROM

HABA SYSTEMS

Hippo-C is a friendly, integrated C develop-
ment system for the ST, allowing for the cre-
ation of large, stand-alone Atari ST applica-
tion programs.

Assembly routines can be combined with
C, viewed and modified. Included are com-
plete documentation and sample programs for
a list price of $74.95.

Checkminder.

A simple-to-use home accounting program,
Checkminder is designed for those who like
to have the computer keep track of their fi-
nances. With Checkminder, checks, deposits
and withdrawals are recorded, and you're
reminded when bills are due. Reconciling
balances and generating tax-deductible ex-
penses are also accomplished with this pro-
gram. Your checkbook can be arranged by
payee, date, number or expense category. Sug-
gested retail is $74.95.

Business Letters consists of fifty profes-
sionally written, predefined letter and memo
formats. Designed for use in the business
field, this software package is aimed toward
communicating with employees, customers,
stock-holders, vendors, and so on. Abilities
include customizing letters for your own per-
sonal needs.

Using Business Letters, font, style and size
of the type can be changed as in any GEM
Write document, and each file can be used
as a mail-merged form letter. Price is $49.95.

The big news is Haba’s 10-megabyte hard
disk drive. The Winchester drive plugs right
into the ST, giving you the equivalent of more
than twelve dual-sided 800K disks with in-
credibly fast transfer rates. At $699.95, it in-
cludes an interface cable power supply.

From Haba Systems, 15154 Stagg St., Van
Nuys, CA 91405-1025 — (818) 989-5822.
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+~ THE BEST PRICES!

+ Next day shipping on all in
stock items.

+~ Free easy access order
inquiry.

+ Orders from outside
Pennsylvania and Nevada
save state sales tax.

. Free technicial support with
our factory trained technical
staff.

+~ There is no limit and no
deposit on C.O.D. orders.

+~ There's no extra charge for
using your credit card. Your
card is not charged until we
ship.

+~ No waiting period for

cashiers checks.

+ We accept purchase orders
from qualified corporations.
Subject to approval.

+~ Educational discounts
available to qualified
institutions.

+~ FREE CATALOG MEMBERSHIP.
DRDER

1-800-233-8950

In PA 1-800-242-4215
CUSTOMER SERVICE
AND

TECH SUPPORT
1-717-327-1450

Dept. B710
. ADDR

COMPUTER MAIL ORDER
Dept. B710
477 E. Third Street
Williamsport, PA 17701

g

MEMBER DIRECT MARKETING ASSOCIATION

CREDIT CARDS

DINERS CLUB

SHIPPING

Add 3%, minimum $7.00 ship-
ping and handling on all orders. Larger
shipments may require additional
charges. C.0.D add $2.00.

All items subject to availability and
price change.

Returned shipments may be subject to
a restocking fee.

CANADIAN ORDERS

1-800-268-3974

Ontario/Quebec

1-800-268-4559

Other Provinces

1-416-828-0866

In Toronto

TELEX: 06-218960
2505 Dunwin Drive,
Mississauga, Ontario

Canada L5L1T1

All prices shown are for
U.S.A. orders.

Call The Canadian Office
for Canadian prices.

$4_99 each

AAB4013 ASTEROIDS
AAB8130 CAVERNS OF MARS
AAB4020 CENTIPEDE
AAB4025 DEFENDER
AABB026 DIG DUG
AABB031 DONKEY KONG
AABB039 EASTERN FRONT
AAB8030 E.T.
AAB4024 GALAXIAN
AAB4012 MISSILE COMMAND
AAB4022 PAC MAN
AAB4027 QIX
AAB4008 SPACE INVADERS
AAB4011 STAR RAIDERS
AAB4006 SUPER BREAKOUT
AAB4010 3-D TIC-TAC-TOE
AABB045 MUSIC COMPOSER
AABB045 PENGO
AABB029 FOOTBALL
AAB8057 TYPO ATTACK
AAB8033 ROBOTRON

AABB042 TENNIS
AABB043 MS PACMAN
AABB044 JOUST
AABB049 JUNGLE HUNT
AAB4009 CHESS
(Repackaged without instructions)

ATARI

410
Program
Recorder

INTERFACES
Dlgltal Devices
DDA $49.9
DDA02..

59,99

Curt
Safety Strip............ $19.95

Bit 3
Full View 80
(80 col. card)....$179.00

RAM BOARDS
Axlon 32K
Axlon 48K*..
Axlon 128K

*Expand your Atari 400 to a full 48K
AtariAABCX853 16K......... $9,99

PROGRAMMER KIT

Includes Basic, Self-teaching
Book, and Reference Manual.
$419.99

EDUCATOR KIT
Includes 410 Program Recorder,

Atari Basic and the Educational
cassette States and Capitals.

$24,99
JOYSTICK SPECIALS
Wico Boss................... $9.99

Original Bat Handle...$14.99
Analog Joystick (5200).$9.99
6 ft. extension cord...... $3.99
Quickshoot Controller..$4.92
Atari CX30 Paddles......$2.99
Numeric Key pad....... $34.99

SOFTWARE SPECIALS

Atari Basic............... $14.99
Atari Writer.............. $24.99
Atari Pilot................... 59.99
Atari Music Il (disk)....$7.99
Atari Paint (disk)........ 7.99

Computers

$29,99
ATARI

: \\ 800

48K

Color
569 95 Computers

ATARI

1200XL
64K

Computers 569 95

. ATARI

Nl o "oED

$4119.90 |nterface

<

ATARI

1030
MODEM $59,99
ATARI 835

Direct Modem
339_99

Package #AAB400P Includes:
Atari 400 16K color computer,
410 program recorder, Basic car-
tridge, and dust cover.

Package #AABB0OP Includes:
Atari 800 48K color computer,
810 disk drive, 410 program
recorder, Basic cartridge, box of
10 disks, and dust cover.

$239.00

WARRANTIES

AABBOOW 1-yr. warranty for
AABBOOP pkg.

$69.00
AAB1200W 1-yr. warranty for
AAB400G pkg.

$69.00
SS/SD DISKETTES

(Pack of 10)

ATARI
800
Parts Kit

Sold as is

(Defective 800’s
with no power supply.)

$29_99
1"\-~, Color 300
~ $199,00

NEC
Color 1215

$239.90

e

GT
Disk Drive ~ $239,00
While they last! ATARI
1050
Disk Drive
$144.00

3ra« PARTY

SOFTWARE
SAVE UP TO

80%
From Retail Prices

NAMES LIKE:
Adventure International
Artworx
Broderbund
Batteries Inc.
Creative
Continental ‘Software
Comumax
PDI Software
Rocklyn
Romex
Sierra On Line
Sirius
Datasoft
DTECH
Eduware
Edufun
Spinnaker
Screenplay
Synapse
Gebelli
Koala
Learning Company
Tronix
LJK
Optimized Systems

NOTE

All items sold “as is” with a 15
day exchange policy. Units
available for sale for the most part
do not have instruction manuals
and/or original packaging. Some
units may have minor cosmetic
damage. All units are in new
working condition.

All items are in Limited Quantities.
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EXPRESS

MIRAGE CONCEPTS
4055 West Shaw, #108
Fresno, CA 93711
(209) 227-8369

520ST $49.95

by Arthur Leyenberger

Finally. Software for the Atari 520ST
computer is starting to appear. The first
product for the ST was the FORTH lan-
guage by the Dragon Group. 4xForth was
available at my favorite retailer’s within
a week of the ST’s arrival. Why mention
a programming language in a software
application review? Because it just so
happens that the first useful program for
the ST is written in 4xForth.

It’s no secret: the award for the first
Atari ST software product goes to Ex-
press by Mirage Concepts. The folks at
Mirage told me the entire tale.

It seems that Express has been avail-
able for the Apple Macintosh and IBM
computers for several months. It’s writ-
ten in FORTH, a language whose advo-
cates border on being described by some
as mystics and fanatics. Anyway, Mirage
Concepts knew that the Atari ST com-
puter had great potential, but that it des-
perately needed software.

So what did they do? They ported the
Macintosh FORTH code over to Dragon’s
version of FORTH in just three weeks.
A miracle of modern science, you say?
Well, yes and no. Read on to determine
if Express is for you.

So what is a letter processor?

According to Mirage, the Express let-
ter processor is a combination of the
most commonly used word processing
and database management functions. It
is meant for producing letters and short
documents. You can have multiple mail-
ing lists, which can each be inserted into
the body of a letter or document at print
time. Sorting can be done either alpha-
betically or by zip code.

ANALOG COMPUTING

Express also doubles as a “memory”
typewriter. Labels, forms and envelopes
can be printed in real time, just as if you
were using an electric typewriter. When
you type a line of text and press RE-
TURN, the information is immediately
sent to your printer.

In addition to the word processing,
mail merge and typewriter modes, Ex-
press also provides a terminal program
function that allows you to send and re-
ceive files (text only, no XModem file
transfer protocol) and simultaneously
print text on your printer as it appears
on the screen.

In all fairness, the terminal portion of
Express was not intended to be a full
communication program. It's an elec-
tronic mail system designed for text
transfer, not for the transfer of program
or binary files.

Express does not use any of the spe-
cial features of GEM on the Atari 520ST.
It has no drop-down menus, no movable,
sizable windows or cute icons to play
with. It's a utilitarian product that pro-
vides bare bones features for a number
of tasks.

How does it work?

The program is straightforward to use
and provides you with the means for do-
ing something with your brand new ST.
After you've booted TOS on your ST and
see the desktop, you insert the Express
program disk. Double-clicking on the
Express icon takes you right into the
program.

One caveat that isn’'t explained in the
manual, but which can prevent the pro-
gram from working is that you must use
an unadulterated version of TOS. My
normal working copy has Breakout in-
stalled as a desk accessory. Unfortunate-

ly, the extra memory used by Breakout
doesn’t leave enough room in memory
for Express to run. When TOS becomes
available on ROM, this problem should
be eliminated.

As mentioned before, Express does
not take advantage of any of the special
features of GEM. When the program be-
gins, you choose from a menu of six
items. Choosing the word processing
option displays a new screen with a rul-
er at the top and indications of tab set-
tings. You can begin typing at this point.

Express uses the mouse for moving
the cursor around. This is my first ex-
perience using a mouse when writing,
and it’s a somewhat strange experience.
Although it is relatively fast, the cursor
only moves over existing text. It takes a
while to get the hang of it, and I initial-
ly found that I would overshoot the par-
ticular character I was aiming for.
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Express.

One very useful feature is the ability
to use the right mouse button for delet-
ing text. Pressing this button functions
as a “delete” key, erasing one character
at a time and shifting the text to the left.
Although not a reflection of the Express
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program itself, I find that 'm growing
to like my new rodent friend.

You can also move the cursor and
jump around in your text by using con-
trol key combinations. For example, hold
the CTRL key and press E, X, S and D—
the cursor will move up, down, left and
right, respectively.

Looking at the keyboard, these four
keys form a diamond-shaped pattern
(use a little imagination), and the dia-
mond shape is a good way to remember
what these keys do. The we